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Cover Story: Page 4 


This month we look at Electronic Art’s 
Need for Speed — full tilt hi-res arcade 
racing for PC/CD-ROM. 


PC Revolution: Page le 


FX Fighter, Full Throttle, High Octane, 
2600 Action Pack #2, Mega Man X, 
Flight Unlimited, and Ultimate Doom. 


Virtual Mac: Page 3b 


Big Mac month! Doom Il for Mac, and 
Lucasarts’ Dark Forces are here! 


The 3D0 Zone: Page 48 


Space Hulk, Syndicate, Wing 
Commander 3, and Ice Breaker. 


Dimension Sports: 


Tony La Russa Baseball 3 and 
Accolade’s Live Action Baseball. 


Page Sb 


of Dungeons and Damsels: Page bD 
Koei’s Celtic Tales. 


Call to Battle: Page be 


Harpoon 2 Deluxe Edition, Perfect 
General 2, and Interactive Magic’s 
Exploration. 


Cool School: Page bd 


Jack’s House and IBM Studios’ 
Hyperman. 


Next Dimension: Page 74 


Ten pages packed to the gills with pre- 
views of the hottest upcoming games 
for PC, Mac and 3DO. 
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THE ‘SILENT (PURCHASING) M MAJORITY 


Ask any software publisher in the 
entertainment field and they will tell you 
that trying to get a handle on the adult 
(18-34) demographic is one of the greater 
challenges facing their marketing peo- 
ple. Adult game players don’t typically 
write letters and enter promotional con- 
tests. They are less likely to be tempted 
by the “freebie” (or the slight chance of 
actually obtaining something worthwhile). 
Yet, with the first and second generations 
of gamers coming of age, this is exactly 
the market that both PC and console hard- 
ware and software publishers are taking 
direct aim at. In fact, it is the basis for our 
creation of Dimension-3. The bulk of you 
reading this issue of D-3 fall in this cat- 
egory. You typically have more of what 
marketing types call “discretionary 
income”, and you buy more software. 
When there is a lull in the market and the 
mass-market consumer deserts the retail- 
er (for our purposes “mass market” is 
defined as the bulk of yearly retail enter- 
tainment software consumption but, bro- 
ken down on an individual basis, the 
consumer averages 3-5 titles per year- 
gifts from grandma, birthday purchases, 
etc.), you are the consumer that is there 
for the publisher selling its wares. You 
are the consumer that buys the bulk of 
sports and simulation titles and that typ- 
ically demands more out of their enter- 
tainment dollar. But you are still 
somewhat of a mystery. 

The key to getting what you want in 


DIMENSION PUBLISI NG INC. presavrs 


Lvl 


EDITORINL 


the next generation of gaming is to get a 
little more vocal. Write to the companies 
directly. We provide the addresses and 
phone numbers of the publishers and 
developers featured in the pages of D-3 
for just that reason. These companies are 
counting on your feedback and so are we. 
If you are reading and enjoying D-3, the 
best way you can help us and help the 
magazine grow in size is to let these pub- 
lishers know what you read and where 
you saw their product. Like you, we want 
to see the best entertainment product 
humanly possible on the market. If you 
like (or don’t like) what you see in the 
pages of D-3, write, e-mail or call the 
publisher/developer responsible for the 
product-it does have an effect on what 
and how they develop future entertain- 
ment titles. More often than not, the devel- 
opment teams want to create exceptional 
product as much as you and I want to 
enjoy it. With the proper level of feed- 
back, we can become an extension of 
these creative teams and enjoy the ben- 
efits. Over the past four years, I have 
found myself in this position many times. 
If we can help them sell games, they will 
listen. This month’s cover story on “Need 
for Speed” drives that point 
home...640x480, realistic vehicle physics, 
Pentium enhanced, straight-ahead arcade 
style gameplay...take a look back in your 
game library, there is nothing that you 
bought during the holiday season of “93 
or “94 that looks or plays like this. If you 
ask them, they will build it...and WE will 


play it! 
Lianvid don Winding 
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Dimension-3, 


I just wanted to tell you guys that I really like 
your magazine. I don’t own a computer but I 
do have a 3DO and I got more information 
from your magazine than any of the other 
ones. Is there any way to get a subscription 
to your magazine? In Volume 1, you want- 
ed opinions on the “3DO Zone” in your mag- 
azine. I think it is really a great idea because 
PC users can now play 3DO games, and us 
SDO users can get good articles on the new 
games! I was wondering if you could maybe 
include something about NHL ‘96 Hockey for 
the 3DO in your next issue? Thanks! Great 
mag! 


Mike Puskas 
3D0 Buff 


Dear Mr. Winding, 


I just bought issue #2 of Dimension-3 and I 
absolutely love it! I’ve been looking long and 
hard for a magazine that will cover 3DO games 
and products. I really like my 3DO and I find 
the negative press coverage and scanty game 
reviews of other game magazines very dis- 
heartening. I’m afraid that software support 
for this great system will either fail to grow 
or disappear once the Sega and Sony systems 
are released. Regardless, I appreciate your 
thorough and unbiased reviews of the lat- 
est DO games, and look forward to my month- 
ly subscription to your magazine. Please keep 
up the good work and best of luck! 


Howard Kim 
Portland, OR 


PS Is there any news of Slipstream 5000 
(Gremlin Software) being released for the 
3DO0? 


Cliffy Says: 


I must admit that I am somewhat surprised 
at the number of 35DO letters we have 
received. We feel that there is a direct link 
between the PC market and the 3DO market, 
and therefore decided to include the system 
in our editorial plan. We did not anticipate 
that 5DO owners would seek out Dimension- 
&, but we are very glad you have. 5DO own- 
ers are a dedicated breed and the growing 
loyalty toward this system is understandable. 
It simply has a great catalogue of games. 
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Although the product schedule looks a little 
light right now, don’t despair. Many pub- 
lishers and developers are focusing their 
attention on the Saturn and PlayStation right 
now, but they'll be back. The 3SDO user base, 
while not in the league of the 16-bit systems, 
is still the largest in terms of the next gen- 
eration users. M2 is a ways off, but looks like 
it will offer technological advantages that the 
Saturn and PlayStation don’t. Right now, the 
5DO Company is trying to compete against 
ghosts, a very difficult thing to do. When both 
the PlayStation and Saturn arrive to retail 
at full strength, then we will have the oppor- 
tunity to see where the consumers’ loyal- 
ties lie. As far as specific titles are concerned, 
take a look at Space Hulk, Syndicate, Wing 
Commander 5 and Ice breaker in this issue. 
NHL Hockey ‘96 will be featured in our 
September issue. Currently, US Gold has no 
plans to release Slipstream 5000 on 3DO, but 
they have been very supportive of the plat- 
form to this point in time...we’ll keep you 
posted! 


Dear Dimension-3, 


I just found issue & at our local newsstand 
and think it is incredible! You give the read- 
er more in 100 pages than we get in 250 
pages of any competing magazines. One ques- 
tion, though. How do I get issue #1? Are 
you selling back issues? 


Steven Roark 
Rogers, AR 


Cliffy Says: 


How did you miss it? Dark Forces! Our pre- 
miere was a stellar effort if I do say so myself, 
and required reading for those of us that suf- 
fer from what the medical profession terms 
as “Gameus Addictus”. What’s that der 
Steven? Ah, yes...thank you for asking. 
Gameus Addictus is a little known disease 
that scientists attribute to a local outbreak 
originating in Sunnyvale, California in the 
mid-70’s. Almost exclusively inflicting adult 
males, it has been known to hasten the on- 
set of male patterned baldness, caused the 
demise of many relationships with the female 
of the species, and makes your thumb real- 
ly, really sore. But seriously folks, we have 
had a number of requests for issue #1. 
Although they are in short supply, there are 
still back issues available on a first-come, 


O'Mail 


Iy’S ALL THE SAME 10 CLIFFY! 


first-served basis. Simply send a check or 
money order for $4.95 ($8.96 in Canada) to 
my address given at the end of the ol’ “bag 
0’ mail” and we will get it right out to you. 


Dear Dimension-3, 


Iam a multimedia PC owner that is looking 
to own one of the “next generation” machines 
as well. I have noticed that you cover 3DO 
products but, other than mentioning them in 
passing, have not covered the PlayStation or 
Saturn. Do you plan on covering these 
machines? Keep up the great work! 


Norm Cheaton 
Tulsa, OK 


Cliffy Says: 


Well, Naaamy C’ve been dying to do thatl), 
I’m glad you asked that question. Dimension 
Publishing has plans to bring to market mag- 
azines that cover both the PlayStation and 
Saturn specifically. We feel that the next gen- 
eration owner that shells out $300-$400 for 
his system deserves a magazine that is unbi- 
ased and dedicated specifically to the hard- 
ware, software and peripherals that he is 
interested in purchasing. “Dimension-Saturn” 
and “Dimension-PSX” will debut on September 
19, 1995. The magazines will focus heavily 
on strategies, product reviews and the latest 
information on pending releases both in 
America and Japan. You will get everything 
you need from these magazines if you are 
considering purchasing either one. You can 
expect to see the same level of quality that 
is present in Dimension-3; authoritative, 
exhaustive reviews and strategy guides, 
Japanese information that beats our compe- 
tition to press by up to 6O days, and limit- 
ed advertising, just the way we like to see itl 
We are currently pre-booking subscriptions 
for both titles and we are very excited about 
the gaming potential for both systems. 


Address all mail to: 
Cliff’s Bag O’ Mail 
Dimension Publishing 
567 Edna Street 
San Francisco, CA 94112 
email: dd@quake.net 
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WORLD EXCLUSIVE PREVI 


here are certain companies that 
seemingly monopolize the gam- 
ing world. These precious few are 
known throughout this industry for 
their elite status and for producing, for 
the most part, nothing but “A+” titles. 
Virgin, without a doubt, is a card car- 
rying member of this club and, to val- 
idate this, all you have to do is look 
at their past, present and future line- 
up of games. 
The purpose of this world exclusive 
preview is to show off what is shaping 
up to be the end-all be-all racing game 
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for the PC...”"Screamer!”. Screamer is 
an amazing new arcade-style racing 
game that can only be compared to 
WNameco’s Ridge Racer (the arcade ver- 
sion). The first time we set our eyes on 
this incredible title was in May at the 
KS show. From just the early version 
they were showing, it became very 
apparent to us that Virgin, once again, 
had something special. The game is 
Pentium only and runs in high reso- 
lution. This special edition of “The Wire” 
is short on words and long on pic- 
tures...for a reason. We believe that 
Screamer has the potential to set a new 
technological standard for PC/CD-ROM 
entertainment and pictures don’t lie 
Cwell, ok, sometimes they do...but not 
in this case). The early version of the 
game plays as fast as the graphics are 
exceptional. We intend to continue our 
exclusive coverage of this ground- 
breaking product in the months ahead.. 
The game’s a beauty and you will be 
able to drive like a beast...remember 
to buckle-up, and please drive safely. 
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Flashback the Quest for Identity” © 1995 Delphine Software and U.S. Gold, Inc. All rights reserved. Jaguar is a trademark of Atari Corporation. 300 is a trademark of the 300 Company. © 1995 U.S. Gold, Inc. 
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VIRTUAL POOL 


THIS GAME 
WILL IMPROVE 
YOUR ACTUAL | 
POOLPLAY = 
OR YOUR 
MONEY BACK. | 


DETAILS INSIDE | 
PACKAGE. J “Virtual Pool is flat out impressive stuff...you just have to see this thing in action.” - ' 
et ee ee Ree — PC Gamer On PC CD-ROM 


Introducing Virtual Pool”, a game so real we 
I guarantee that it will improve your actual pool 
game...or your money back! It has all the angles, all 
the shots of the real game - and then some! Take a 
video lesson and learn trick shots from Hall-of-Famer 
Lou Butera—or go on an historic multimedia tour of the 
sport. So chalk up your mouse and take your best shot! 


e Modem and 
Network Play ‘ 
¢ Shot tracking i, 
2 
e Full-motion Lea 
Multimed 1d | By Gamers. For Gamers.™ 
Library eee 1800 INTERPLAY 


Realistic Feel 


& Control 


Line up your shot and get ready to sink it in the corner. Turn on Tracking to learn trickshots and ball mechanics. 


© 1995 Celeris Inc. and Interplay Productions. Virtual Pool 


Get a free demo at our Web site at HTTP: //WWW.INTERPLAY.COM is a trademark of Interplay Productions. All rights reserved. VPP 1 


San Mateo, California based entertainment 
publisher Electronic Arts has been at the 


ma forefront of game design since the early 


80’s. The company built its reputation ae 
on by giving design credit to the pro- 
grammers and artists that worked on the 


Mae games, effectively creating the first 
4 “Hollywood” style development house 


in the gaming industry. Titles such as the 

Sze © Pinball Construction Set’, “Earl Weaver e , 
@) Baseball”, “M.U.L.E.”, “Archon” and Ese 
me = Bard’s Tale” helped establish EA as one 

fa of the premiere development houses. When ee 
Mee the 16-bit world came to the forefront, 

@ene Electronic Arts capitalized on the move- - = 
ment in establishing the EA Sports label. 
Beginning with “John Madden Football” -_ 
and “NHL Hockey”, their market domi- 

nance continues to the present day. EA has a 
also developed a reputation for cutting edge 
development and for allocating research —_ 
and development dollars toward advanced gene 
technology. They were the first major US 

house to develop on the Amiga and they == 
have been a solid backer of the 3DO Te 
Company. Games like Need for Speed are 

a result of this forward looking corpora- on 


B® tion.While many have criticized EA for 


making risky financial commitments early- 
on in a hardware platform’s life cycle, they 
have been able to parlay these investments 
into successful, cross-platform products. 
Many of the Amiga titles became Genesis 

™ games, and now their 3DO titles are mak- 
Some ing their way to PC/CD-ROM, Saturn and 
PlayStation.Electronic Arts’ future looks 
bright and consumers can look forward 


aa tO many more years of quality entertain- 


ment from the folks 1 in San Mateo. 
NEED FOR SPEED 
Publisher: 


ELECTRONIC ARTS 


| 1450 Fashion Island Blvd., San Mateo, CA 94404 
| 415-571-7171 


Developer: 


PIONEER PRODUCTIONS 


Design team: 
Brad Gour: Lead Programmer 
Markus Tessmann: Lead Artist 
Sheila Allen: Track Modeling 
Alistair Hirst: Lead Audio 
Hanno Lemke: Producer 


FASTER THAN A SPINNING CD! 


NEED FOR SPEED HAS EA TAKING A VICTORY LAP. by David Jon Winding 


Electronic Arts’ ““Need for Speed” is a 
pure adrenaline rush. The PC/CD-ROM ver- 
sion takes the 3DO original and turn it on 
its ear with intense arcade racing that 
sets anew standard for PC arcade 
racing entertainment. I loved 
the 3DO version, but this 
game goes beyond my 


greatest expectations of % 
what the product could be. 

For those of you not 
familiar with the game, Need for 
Speed puts you in control of one of 
eight different exotic cars, where your goal 
is simply to defeat your opponent and post 


the best times on a number of different cours- 
es and racetracks. Players can choose 
between the Ferrari 512TR, Lamborghini 
Diablo VT, Mazda RX7 Turbo, Acura 
NSX, Toyota Supra Turbo, 

Porsche 911, Corvette ZR-1 

and the Dodge Viper 

RT/10, all with realistic 


physical movement and 

speed, and acceleration, 

weight and traction attrib- 

utes that have been pro- 

grammed to mimic the real thing 

(well, at least for the three of these exotics 
that I have had the pleasure of driving). The 


THE NEED 
FOR SPEED 
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three different courses are the real highlights 
of the game, however, with breathtaking ter- 
rain and man-made structures that simulate 
three different environments; coastal, city 
and alpine. Each of these courses has three 
different segments that must be completed 
before you can post the best route time. In 
addition, the PC/CD-ROM version contains 
three different race courses, The Dakota, 
Monterey Speedway and Arizona Motorway, 
for you do to battle on. You can choose to 
race in Single Race, Tournament, Head- 
to-Head or Time Trial modes, with human 
competition available via modem in both 
Single race and Head-to-Head modes. 

For those of you with a heavy duty 
machine (Pentium/16 Meg RAM), a 640 
x 480 mode is available (the screen shots 
captured in this review were accomplished 
in this mode), and, for those of you with 
slower machines and less RAM available, 
320 x 200 is supported with three differ- 
ent active window sizes and adjustable lev- 
els of detail to speed up gameplay and 
achieve a better frame rate. Another nice 
design feature in Need for Speed is that the 
game is accessed completely from your CD- 
ROM drive, alleviating the need for mas- 
sive hard drive space requirements. Finally, 
the game includes a “Highlight Reel’ and 
an instant replay feature that lets you take 
another look at your successes and failures. 

In analyzing the quality of this product, 
I have to begin with the course graphics. All 
of the courses do a fantastic job of depict- 
ing acceleration and speed through the 
smooth movement of roadside objects and 
the amount of detail in them. The alpine 
course, in particular, is very well done. There 
are points on the course where you can see 
a mile down the road, in scale, and where 
you have the ability to chart vehicle move- 
ment as the on-coming traffic moves toward 
you. As opposed to many “next generation”’ 
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racing experiences where the graphics sort 
of leap toward you and the frame rate is too 
slow to simulate a true 120 mph+ environ- 
ment, Need for Speed presents a rock solid 
environment with no flicker, no blinking poly- 
gons that sort of “plop” into your world and 
texture maps that are detailed and realistic. 

From a gameplay standpoint, PC racing 
purists are going to have a hard time accept- 
ing Need for Speed as a true racing simula- 
tion...I don’t believe that this was the design 
group’s intent. Need for Speed does not 
require that you fiddle with the mechanics 
of your vehicle, changing tires, transmissions, 
etc. It simply drops you in the cockpit in a 
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seat-of-your-pants speed simulation like no 
other. It is difficult to describe the sensa- 
tion you get when playing the game, but it is 
as close to “real” driving as I have experi- 
enced in electronic gaming. I have found 
myself, at times, physically dodging on-com- 
ing traffic while seated in front of my com- 
puter, bobbing and weaving like the cars were 
going to leap out of my screen and land in 
my lap...this is my definition of realism! You 
can alternate between three different views 
of the race on the fly, in the cockpit, direct- 
ly behind your vehicle and from a chase/heli- 
copter view. As opposed to the 3DO version 
of the game, where the only really playable 
view was in the cockpit, PC/CD-ROM Need 
for Speed is equally playable in any view, 
and the instant replay feature throws in a few 
more for good measure. 

In terms of the long-term play value of 
this product, you won’t be putting this at the 
bottom of your CD pile any time in the near 
future. The beauty of a game like Need for 
Speed is that the time trial can keep you com- 
ing back for months and years. You may put 
the product away for a while, but you will 
again get the urge to take one of the exotics 
for a spin and beat your friend’s best time. 
The product life is virtually endless and can 
be expanded upon by simply releasing addi- 
tional course and racetrack disks. 

With processing speed and technology 
constantly increasing, it was only a matter 
of time before we began to see racing simu- 
lations that would begin approaching the real 
thing. Over the past three years, from 
Microprose’s “World Circuit” to Papyrus’ 
“Indy Car” and “NASCAR?” racing, the level 
of environmental reality has steadily been 
on the rise. Need for Speed is the new bench- 
mark. There will be a number of challengers 
RUADTEA RAN! mee’ ¢ over the next few months that will attempt 
CESTROMECENTRAL to knock Need for Speed out of the winner’s 
circle, most notably “Screamer” from Virgin, 
but it is going to be a difficult job. If you are 
even remotely interested in driving/racing 
simulations, you will want to purchase this 
game. It is a technological and gameplay tri- 
umph and Is not to 
be missed. 
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...1t was only a matter of time before 
we began to see racing simulations that would 
begin approaching the real thing...from 
Microprose’s “World Circuit” to Papyrus’ “Indy 
Car” and “NASCAR?” racing, the level of envi- 
ronmental reality has steadily been on the rise. 
Need for Speed is the new benchmark. 
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POLYGON FIGHTING ON YOUR PC? GEE! 


NO, GE. ARE THEY JUST ANOTHER NEW MEDIA WANNA-BE PP By Tim Lindquist 


FX Fighter is GTE Interactive Media’s most 
exciting foray into the expanding PC-CD/ROM 
marketplace to date. Heralded by their own 
PR firm as “the best fighting game ever creat- 
ed for the home computer system’, it is true that 
it has very little competition. Typically there 
have been very few fighting games on the PC, 
and even less good ones. We’ve only recently 
seen fighting games that were even worth pick- 
ing up the joystick to play. Now, mere months 
after seeing the classic fighters ported perfect- 
ly to the PC, we've got a fighting game that push- 
es the limits of even Pentium equipped 
powerhouses. 

FX Fighter is basically a Virtua Fighter 
clone with highly detailed characters. Virtua 
Fighter was the first game to use characters made 
up of hundreds of polygons instead of hand- 
drawn bitmap graphics. The difference between 
the two types of graphics is dramatic — bitmap 
graphics are more akin to traditional animation, 
where each frame of the character is hand drawn, 
and displayed in a sequence based on what but- 


tons you press on your joystick (or whatever 


you prefer to play with). Polygon-based graph- 
ics are like little plates of armor that are bolted 


on to a stick figure. The artist only has to draw 
the texture for each polygon once. Each piece 
is then assigned to a part of that imaginary stick 
figure, and when that stick figure moves, the 
computer fills in the rest. All the movements of 
the stick figures can be taken from real live actors 
by placing reference points at each of the joints 
on a person’s body, filming that, and inputting 
the data for each point into a computer. The result 
is breathtakingly close to real live actors, whom 
you can control like puppets, and view from any 
angle you like. 

The only thing that limits the smoothness 


and detail of the characters is the speed of 


your computer. The ultimate performance 
is found on Pentium based PC’s, where you 
can have smooth animation and smooth, 
detailed polygons. The slower your comput- 
er, the more you will have to sacrifice. You 
will have to decide what you’ re willing 
to do without. If you want smooth 
animation, you’ ll have to sacrifice 
the smooth polygons. If you 
want smooth polygons, say 
goodbye to smooth animation. 

Argonaut Software, the 
developers of FX Fighter, is 
well known for their pioneer- 
ing work with polygons ina 
3D environment. If you think 
the idea of using polygons to 
make up characters and environ- 
ments is something that we’ ve just seen 
appear on the scene recently because of 
advances in hardware technology, you’re 
wrong. The technology has been around since 
1985-86 when Argonaut made the first 
“Polygon Game” on the Amiga, entitled Star 
Glider. The next major milestone for Argonaut 


was the smash hit “StarFox”, a polygon 
shooter which they created for Nintendo on 
the Super NES. 

Eight fighters, eight civilizations, and 
one ultimate showdown are what await you 
in FX Fighter. The toughest fighter in the 

galaxy, the mysterious newcomer “Rygil” 

has issued a challenge to all comers. 

Defeat him and inherit his world, 

which coincidentally, is the 

most powerful weapon in the 

galaxy. Lose to him and your 

civilization will be destroyed. 

As a sample of his power, he 

has already destroyed sever- 

al planets and a star fleet with- 

out even breaking a sweat. 

Before you can have your 

chance at galaxy-domination, you 

must defeat seven of the best known 
competitors from each of the other known 
intelligent races of the galaxy, which is no 
simple task. Each opponent has skills and 
powers unique to him and you must learn 
each of their weaknesses to defeat them. You 
may choose to play as any of the eight char- 
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acters and, in order to succeed, you will have to 
master the techniques and moves specific to that 
character. 

You can select the type of elimination rounds 
that you prefer, either your typical two out of 
three/win twice and you’re done type battle, 
or the more drawn out, three out of five, win 
three times to move on. There is a “‘verses’’ mode 
where you can pair off with your bestest buddy 
and proceed to pummel him to pulp. You can 
each choose the same character if you like, which 
will be shown on screen using two distinct color 
schemes. There’s also a “tournament” mode 
where up to eight people can compete in a “round 
robin” tournament, using any combination of 


the eight fighters. Each person can select a char- 
acter and type in their name. The computer will 
schedule the battles and keep track of the stand- 
ings. 

The most significant and obvious thing 
about FX Fighter that screams “I’m a PC game” 
is the joystick controls. You’ ve only got two but- 
tons with which to perform over 40 different 
moves for each fighter, and learning to perform 
them will take some time. One button is for 
Punching, the other for Kicking. Blocking 1s 
done by backing away and holding the punch 
button. Moves are performed differently close 
to your opponent than when you’re further away. 
Many of the moves are performed similarly to 
‘Mortal Kombat’, such as Magnon’s Double 
Uppercut, which is done by pressing forward 
twice, then punching, or Kiko’s throwing star, 
which is thrown by pulling back, pressing for- 
ward, then hitting punch. The unusual part about 
some of the moves 1s that you have to hold the 
punch or kick button then press in a certain direc- 
tion. For example, with Jake, if you hold the 
punch button, then tap forward, he will perform 
his “Shoulder Charge’. There are also ““Combos”’ 
which you can perform. Combos are several dif- 
ferent moves combined together that cannot be 
blocked once the first move connects. Take for 
example Venam’s “Swipe Punch to Claw Charge 


to Overhead Throw” which is Forward, Punch 
-> Punch -> Forward & Punch or Ashraf’s 
“Scorpion Kicks to Shoulder Charge” combo 
which is Forward, Back & Kick -> Punch. GTE’s 
rationale for limiting the control to two but- 
tons is that there are too many different types of 
joysticks and joystick cards that only support 
two buttons, so they’d rather not risk alienating 
those users who only have such a setup. A good 
move if you're shooting for the mass market, 
however, risky if you want to win over the hard 
core fighting game lovers. The result is a game 
that, on first try, seems unresponsive to your con- 
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troller, but once all the techniques of control are 
mastered, turns out to be a workable method, 
although not as convenient as a four or six but- 
ton setup. You have the option of controlling the 
game with the keyboard, but I won’t even get 
into that, if you’re reading D-3, you’ ve proba- 
bly got enough gamer in you to have a joystick! 
GTE Entertainment has dumped a huge wad 
of cash into this project and the result is quite 
impressive. Everything from the instruction book, 
which is part comic book and good enough to 
sell on its own, to the interface with its beauti- 
ful rotation, looks professional and pleasing to 
the eye. It’s obvious that they have spent as much 
time and effort on making a quality product as 
they’ ve spent money. The quality of the graph- 
ics at first glance looks as good as anything I’ve 
played at the arcade, but upon closer inspection, 
there’s not quite the same level of detail and ease 
of control as found in such titles as Toh Shin Den 
on the Sony PlayStation. For one of the first few 
titles on the PC from GTE Entertainment and 
Argonaut, and considering that this type of game 
is not at all easy to make for 
the PC, it’s a pretty 
good effort. 


GTE Entertainment has dumped a huge wad 
of cash into this project and the result is quite 
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impressive. Everything from the instruction book 
to the interface with its beautiful rotation, looks 
professional and pleasing to the eye. It’s obvi- 
ous that they have spent as much time and effort 
on making a quality product as they’ ve spent 
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HEAD OUT ON THE HIGHWAY WITH LUCASARTS' HEAVY METAL ACTION ADVENTURE! by Gregory Uft 


Ah, cruisin’ on the open road, just me, my 
haweg and the wind at my back. Most would kill 
to be without a care in the world except for 
pickin’ the bugs out of your teeth...come to think 
of it, most have tried at one time or another. This 
is one of those times. You see, I’m Ben-known 
to be the meanest, toughest, hard-ridinest, grav- 
el-chewing, punk-stomping biker of them all 
(but really a teddy bear once you get to know 
me). Actually, that was me, until I came across 
one Adrian Ripburger-this guy’s the poster-boy 
for wussies anonymous. I’m talkin’ a chablis- 
swilling, limo-riding, slightly psychotic, wannabe 
yuppie-executive with a hidden agenda who’s 
framing me for the murder of one of the coun- 
try’s most valuable leaders. That’s nght, Malcom 
Corley, the President of Corley Motors. Old Man 
Corley has been a biker since day one. He was 
devoted to turning out the best and baddest 
domestically-produced motorcycles money could 
buy. But he’s gone now (sniff), brutally mur- 
dered, and I’m the one that’s running from the 
law. On top of that, my gang’s in jail, my bike’s 
thrashed beyond recognition, rival gangs are 
pissing me off, and everybody wants a piece 
of me. Well...a face full of knuckles and a knee 


to the groin is what they’re gonna’ get... 

Welcome to “Full Throttle’, LucasArts’ 
newest action-packed cinematic adventure. And, 
as usual, LucasArts has kept their tradition of 
releasing nothing but the finest quality software 
around. 

In this heavy metal action/adventure, you 
control Ben, a brawny biker-type and leader 
of a motorcycle gang called the Polecats. Ben’s 
having a bad day. First he gets cold-cocked on 
the head and thrown in a dumpster, then he wakes 
up to find he’s been framed for murder, and to 
top it off, his gang’s headed straight for an 


ambush. If that isn’t bad enough, his bike’s 
trashed and he can’t go anywhere until he 
finds the necessary parts to get mobilized. It’s 


your job to track down the true killer, clear 


your name, and stop Ripburger from turning 
Corley Motors into a mini-van manufactur- 
er. This wouldn’t be such a hard task if 

it wasn’t for the many puzzles and 
obstacles blocking your path. 

On the technical side, Full 
Throttle incorporates many of 
LucasArts’ patented engines 
and systems, including a new, 
souped up SCUMM story 
engine, the 1MUSE system 
for amazing digital sound and 
music, and most notably, the 
INSANE engine (INteractive 
Streaming ANimation Engine), orig- 
inally developed for Rebel Assault and 
used solely for the pseudo-Road Rash style 
action sequences. 

Full Throttle remains true to LucasArts’ 
earlier adventures like Sam & Max Hit the 
Road, Indiana Jones and the Fate of Atlantis 
and Day of the Tentacle, to name a few. Full 


Throttle goes much further, however, by 
implementing some new features such as 
3D rendered, futuristic vehicles, varying 
camera angles, the blending of two and three 
dimensional animation and also the earlier 
mentioned action sequences, where you 
cruise the highways looking for adven- 
ture and whatever comes your 
way. The result of all of 
these separate fea- 
tures when inte- 
grated seamlessly 
into one game is an 
extremely well-done 
movie-like experience. 
The best thing is Full 
Throttle plays as well as 

it looks and sounds. 
Controlling Ben is done in the 
standard point and click fashion we 
are all acquainted with. You are graced with 
a white cursor which floats on the screen. 
By passing it over certain tangible items 
or “hot spots”, it will turn into a red cross- 
hair. Clicking on and holding down the left 
mouse button when the cross-hair is red, will 
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give you an interface in the form of a flaming 
skull tattoo. From this interface you can high- 
light the eyes of the skull to examine an object, 
highlight the mouth to talk to people (or use your 
mouth in conjunction with certain items), high- 
light the hand icon to pick up items, knock on 
doors, or induce violent force, (only whenever 
necessary of course) and lastly, highlight the 
kick button to do, what else, but kick. With this 
simple interface, most of the guesswork is done 
for you and sooner or later, by process of elim- 
ination, you will figure out what needs to be 
done in certain situations. Clicking on the right 
mouse button brings up your inventory. Once 
up, you can select any given object you are cur- 


RR 


rently holding and when dragged over other 
useable items or hot spots it becomes outlined 
in yellow. As long as we’re on the subject of 
ease of play, I'd like to mention the wise inclu- 
sion of a joystick option. While, for obvious rea- 
sons, a mouse is a much better choice when it 
comes to the point and click phase of any adven- 
ture game, the joystick (or gamepad) really comes 
in handy during the action sequences where 
you're dukin’ it out with other outlaw bikers 
or participating in a demolition derby. 

To complete and fully achieve the cinematic 
experience, LucasArts gathered some of the best 
vocal talents available including: Roy Conrad 
as Ben who has been in several film and tele- 
vision shows, Kath Soucie as Maureen Corley 
whose list includes Disney’s Beauty and the 
Beast and Tiny Toon Adventures, Hamilton 
Camp as Malcom Corley who has been a fea- 
tured voice in the animated series Pink Panther 
and Smurfs and more recently All Dogs Go to 
Heaven, and most notably, Mark Hamill who 
provides the voices for Ripburger, Emmet and 
Todd. This marks his return to the Lucas fold 
after an 18 year absence. This compilation real- 
ly puts this game over the top as the acting is 
more than believable and extremely well done. 

Full Throttle’s graphics are suitably dark 
and ominous and fully compliment the grim, 


bizarre atmosphere of a futuristic desert. Each 
and every character is extremely detailed and 
bring their own personalities and dark humor to 
the game. As mentioned before, LucasArts chose 
to implement their iMUSE sound system to con- 
vey an all-digital soundtrack. This allows the 
soundtrack of the game to be as interactive as 
the gameplay itself, responding to the player’s 
random choices. The end result is the same expe- 
rience as you would get in a film soundtrack. 
And lastly, the music deserves a mention as it 
was produced by a San Francisco based, all- 
biker, traditional rock-and-roll band, ““The Gone 


Jackals”. Full Throttle features seven original 
Jackal songs and a sampler CD is included with 
the retail version. 

The one and only disappointment I experi- 
enced from this otherwise perfect game was that 
it was almost too easy. Even the hardest puzzles 
can be cracked with a little trial and error — there 
just isn’t any room for guesswork. And as a 
result of breezing through the game’s puzzles 
without too much thought, it was over for me 
after only five hours. I think that even a novice 
gamer will be able to get through it without 
too much trouble. Is this a deterrent to stop you 
from buying the game? Hell no! It was worth 
every one of those hours and it’s the type of game 
where you'll pick it up after a few months and 
play it again. It’s that good! 

LucasArts adds another game to their list 
of “A” titles produced in 1995. Full Throttle rep- 
resents the best that action/adventure gaming 
has to offer and the sheer quality is enough to 
warrant a purchase. Congratulations to all the 
talented programmers and producers for con- 
tinuing to strive for nothing 
but excellence. 
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LucasArts adds another game to their list of 
“A” titles produced in 1995. Full Throttle rep- 
resents the best that action/adventure gaming 
has to offer and the sheer quality is enough to 
warrant a purchase. Congratulations to all the 
talented programmers and producers for con- 
tinuing to strive for nothing but excellence. 
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5 THIS GAME IS HI-OCTANE 


BULLFROG MOVES THE TARGET WITH THEIR NEW ARCADE RACING GAME. by Uavid Jon Winding 


Brilliant! Absolutely brilliant! What a 
great time to be alive. The fourth issue of 
Dimension-3 is about to wrap-up and I’m 
sitting here playing what surely will become 
one of the choice few games that will make 
our short list for the coveted (well, by US 
anyway) “Dimension-3 Game of the Year’, 
Bullfrog Ltd.’s ““Hi-Octane”’. 

Those of you who have been reading D- 
3 since the beginning will remember that we 
featured US Gold’s “Slipstream 5000” on 
our June cover. An exceptional product, 
Slipstream 5000 featured high-speed hov- 
ercraft racing/shooting in a no-holds-barred, 
real-time 3D environment...we loved the 
game (and still do!). Hi-Octane is the same 
type of game...only it is even better! The 
designers at Bullfrog have taken their fan- 
tastic “Magic Carpet” 3D engine and updat- 
ed it, giving Hi-Octane a level of graphic 
complexity that, to date, has not been 
achieved in any PC racing game. 

The gameplay and strategy 1s very sim- 
ple; use any means possible to cross the fin- 
ish line first. You have 6 different vehicles 
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at your disposal, each equipped with a 
Minigun, Missiles, and a Charge Booster. 
These include the KD-1 Speeder, the 
Berserker, the Vampyr, the Jugga, the 
Outrider and the Flexiwing-each with its 
own strengths and weaknesses (top speeds, 
defense capabilities, handling, etc.). In 
Championship Mode, you race as a mem- 
ber of one of eight different racing teams, 
including the familiar aqua green of the 
Bullfrog team. There is an on-the-fly pit stop 
that will allow you to refuel, recharge your 


weapons and re-energize your shield, and 
power-ups that appear on the course as 
you record “kills”. These power-ups come 
in the form of additional missiles, Minigun 
power-ups, a power boost upgrade, 
Invincibility and Invisibility. There are six 
different race tracks that are acces- 
sible in both Single Race Mode 
and in Championship Mode, 
where, much as in Formula 
One racing, you earn points 
depending on what place 
you finish in, and the points 
add-up aS you move 
through the season. These 
tracks include the Amazon 
Delta Turnpike, the Trans-Asia 
Interstate, the Shanghai Dragon, 
the New Chernobyl] Central, Slam 
Canyon and Thrak City. 

The nature of the “kill” is very unique. 
If you take out one of your seven fellow 
competitors with a well-place missile or 
the ol’ Minigun up the wazoo, it doesn’t 
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remove them from the race. Instead, they 

(or you) lose a great deal of time as the 

repair drone comes around to fix what 
ails you-then its back to the race. 

As I stated earlier, the game’s graph- 

ic environment is exceptional. Hi-Octane, 

as 1s becoming standard in many of 

the newer PC/CD-ROM enter- 

tainment products, features 

user-definable graphics 

options that allow the play- 

er to customize the game 

to the abilities of the host 

machine. My recommend- 

ed configuration, if you 

have a Pentium 60 or bet- 

ter (equipped with 8 Meg of 

RAM-although, in the pre- 

release version, we were able to get 

640 x 480 with only 4 Meg RAM), is that 

you play the game with full texture map- 

ping and shading on in 640 x 480 mode- 

with a reduced window size. I am playing 

Hi-Octane on a P90 and, in 640 x 480 
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full-screen, the frame rate is hovering 
between 10-12 frames per second. By reduc- 
ing the window size, I achieve frame rates 
in the neighborhood of 24-30 FPS-much 
more in-line with arcade style racing and 
combat games. If you have a 486-50, you 
will have to play the game in 320 x 200 and 
adjust the screen size and detail levels as nec- 
essary. Even in 320 x 200, the game is gor- 
geous and VERY detailed. Huge roadside 
objects and vehicles glide-by effortlessly as 
you speed around the tracks...and the 
tracks...they are simply amazing, with tex- 
ture mapped hills, buildings, steel structures, 


chasms and shortcuts that challenge your 
perception of reality. In addition, there are 
four different views available from which to 
play the game; Cockpit, Chase Camera One 
(very close to the back of your vehicle), 
Chase Camera 2 (up and slightly to the rear 
of your vehicle) and Chase Camera 3 (up 
and a fair distance behind your vehicle). 

And, speaking of reality, you are not lim- 
ited to those seven computer opponents. Hi- 
Octane features a multi-player network mode 
that supports 2-8 human (or so we assume) 
opponents. Of course, you are going to need 
some pretty heavy duty hardware to take 
advantage of this feature but, hey, 1f you need 
a reason to upgrade the old workhorse, I can’t 
think of a more deserving application. 

The bottom line with Hi-Octane 1s that 
it just as easily could have been our cover 
game this month. Although a different style 
of racing game than “Need for Speed”, it 
is its equal in terms of quality. Bullfrog has 
always been known as one of the world’s 
top development houses, with a heavy 
emphasis on unique products that empha- 
size more of the simulation style of game 
than arcade action. Leave it to these mas- 
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ter coders and designers to decide to do an 
arcade style game, and then blow the doors 
(literally) off of the competition their first 
time out...truly amazing! With many titles 
competing for your attention, and your sixty 
bucks, it is easy to lose focus and miss the 
quality products... DO NOT MISS THIS 
ONE! How’s this for a guarantee, if you buy 
Hi-Octane and are not completely blown 
away by the intense quality of the game, send 
it to me...I’ll buy it 

from you. 


With many titles competing for your 
attention, and your sixty bucks, it is easy to lose 
focus and miss the quality products...DO NOT 
MISS THIS ONE! How’s this for a guarantee, 
if you buy Hi-Octane and are not completely 
blown away by the intense quality of the game, 
send it to me...P’Il buy it from you. 
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IF IT WORKS THE FIRST TIME... 


VWHY NOT KEEP IT GOING? bDzy Eric Winding 


The philosophy (thus trend) in most areas 
of business today is this; if the idea was successful 
the first time, then it should be at least that suc- 
cessful next time. Is there any other explanation 
for the rash of sequels? From books, movies, 
automobiles, records (Chicago 25’) and video 
games, virtually no form of entertainment has 
gone without the sequel. Shoot, I’m reviewing 
three sequels this month alone, and there’s prob- 
ably another half dozen or so in this issue. | don’t 
believe I would be going out on a limb when | 
say that at least 60% of the sequels pale in com- 
parison to the original. However, most second 
(third, fourth or fifth) editions garner a heavy 
dosage of their being from the first title, with 
only a few twists and wrinkles added to the mix. 

Enter Activision’s “Action Pack 2”. There 
are fifteen games on this CD-ROM, all com- 
pletely and totally different from the fifteen games 
released with volume | (let’s not pick nits over 
River Raid 2). Now here’s a system where every 
sequel will have its own identity, although they 
share the common thread of being original Atari 
2600 games. I’m not sure of the exact number 
of titles released for the VCS, but I’d guess it 


would be between 250 and 350 cartridges. If 


Activision could secure the rights to all these 
games, they could conceivably have between 16 
to 23 totally original sequels! Wouldn’t little 
Sylvester Stallone be envious of that? Rocky 
XXIII could be about a cowboy roping steers, 
and it would still rake in the big bucks. Now that’s 
drawing power! 

In a sense, this is what Activision has — 
drawing power. At least half of the titles includ- 
ed in each of the first two Packs was an all time 
great. For instance, with volume 2 you will receive 
Ice Hockey - the original thing, the real deal! The 
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Enduro — IceHockey River Raid I 

first game that pitted two-on-two game play and 
strategy - heck, you could even knock a player 
off his skates, steal the puck and score uncon- 
tested. Remember the great battles between your 
goalie and your buddy’s forward? You’d be 
wackin’ on the button, trying to knock him down 
and grab the puck, and your friend would be 
wackin’ on his button trying to shoot, while at 
the same time slammin’ the joystick right/left 
trying to look for the opening! Well, get ready 
for more of the same, because it’s all right there 
under the Ice Hockey icon. 

Then there’s Keystone Kapers, the classic 
action/platftorm game where you ve got to run 
through the department store trying to capture 
Harry Hooligan in less than fifty seconds. Man, 
I can remember saving my lawn mowing money 
for a couple of months to get this game. Keystone 
Kapers had it all; elevators, escalators, terrific 
AI (old Harry could sense you going up the ele- 
vator, and would go down a level while you were 
going up), and tons of color. It’s all here - even 
those 90 mph grocery carts. 

Space games were the big ticket in the early 
eighties, and Activision had two of the best; Laser 
Blast and Megamania. David Crane (Pitfall) 
developed the quintessential space shooter that 
had this amazingly bright orange laser coming 
out of your pie shaped space ship. My one regret 
is that I never did earn the one million point patch 
that Activision would give out to gamers who 
scored the big mil on Laser Blast. My best was 
350,670 - not bad considering I wasn’t much into 
space games. However, the colors were so bright 
and the objects to shoot were so bizarre (bow 
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ties, peanuts, hamburgers, fuzzy dice) that I did 
become hooked on Megamania. This game is still 
a blast to play, and time has not changed the 
uniqueness of this title - now that’s saying some- 
thing! 

Did you know that in the time it took you to 
read the last two sentences, you could have fin- 
ished a game of Dragster? If you are familiar with 
the game, then you do! This racing classic had 
me addicted for years, and if it wasn’t for the fact 
that my 2600 stuff is all boxed up (getting ready 


to move), I’d still play it on occasion. Dragster 
required more hand/eye and heel/toe (or 


thumb/hand) coordination than any game of its 
time, and quite possibly since. When the count- 
down starts (9,8,7...), you would rev the engine 
with the button, and then slam the joystick into 
first gear at the signal. The object is to work your 
way through the gears as quickly as possible while 
maintaining the highest possible rpms. Doing so 
will get you across the dragstrip in the fastest pos- 
sible time. Sounds easy enough, but it requires a 
deft touch and precision timing to get a quick 
time. You will blow your engine or jump the gun 
(great anticipation) more often 

than not. I can not say 

enough about 

Dragster - it 1s 

one of my top 

five Atari 2600 
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games of all time. For the record, my VCS record 
iS 5.87, although I’ve only been able to come up 
with a 6.21 so far with the PC Game Pad. 

Also included with Action Pack 2 is Enduro. 
This classic racer combined the speed and smooth- 
ness of the Atari arcade game “Night Driver” 
with variables such as fog, snow, day & night dri- 
ving. The object is to pass x number of cars per 
day, and if you do so, you will be given another 
twenty-four hours to race. What made Enduro 
such a smash hit, I think, was the fact that the 
screen colors changed from dawn to dusk, and 
you really got a feel for the time of day. Activision 
had a flying game that also used a colorful sky- 
line in Barnstorming. This gorgeous game has 
the gamer behind the stick of an old biplane, fly- 
ing it through a slalom course of barns, wind- 
mills, and geese. Those damn geese! Every time 
you had a great race going, you’d plow into one 
of them birds! This cartridge had a perfect pitch 
for the sound of the plane, as well as the little 
extra effort found in most Activision games. In 
Barnstorming, the extra detail was shown in 
the pilot’s scarf flapping in the wind! 

An incredible thing occurred as I installed 
the CD on to my machine. The game icons popped 
on one by one, and as I watched for each game 
box to appear I discovered that one of them did 
not look like the rest. “What’s this?”’, I thought, 
and then quickly exclaimed “Yes!” when I saw 
that the odd looking box was actually the icon 
for Atlantis! That’s right, the fantastic undersea 
Missile Command type game from Imagic had 
been included with all the Activision titles! What 
a coup! To score this game with all the others was 
really the icing on the cake. Does this mean 
Demon Attack and Riddle of the Sphinx could 
appear in Volume 3? Let’s hope so. Also includ- 
ed in Action Pack 2 but unable to appear in 
descriptive form (due to over coverage) are 
Dolphin, Oink, Skiing, Stampede, Tennis, Plaque 
Attack, and River Raid IH. Some of these titles 
were also terrific (like Stampede & Skiing), but 
you Il have to discover that for yourself! 

Just like Volume one, Activision’s Action 
Pack 2 delivers some of the finest 2600 works of 
art ever created to your PC, with none of the color, 
sound, or gameplay left behind. In issue number 
one I rated the first action pack an 87%, but due 
to the greater number of solid titles included and 
the addition of Imagic’s “Atlantis”, Action Pack 
2 receives a 90%. Hopefully the next sequel will 
bring “Robot Tank”, “Decathlon”, “Space 
Shuttle”, and more titles outside Activision's’ 
own library. 


Activision’s Action Pack 2 delivers some 
of the finest 2600 works of art ever creat- 
ed to your PC, with none of the color, sound, 
or gameplay left behind. In issue number one 
I rated the first action pack an 87%, but due 
to the greater number of solid titles includ- 
ed and the addition of Imagic’s Atlantis, Action 
Pack 2 receives a 90%. 


Publisher: 


CAPCOM 


475 Oakmead Parkway, Sunnyvale, CA 94086 
408-774-0500 


Developer: 
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X MARKS THE SPOT 


CAPCOM DELIVERS CONSOLE GAMING TO YOUR PC! by Gregory Off 


Capcom has made a serious killing on almost 
every platform available to the avid gaming con- 
sumer today. Their success ranges from the already 
legendary arcade smash, Street Fighter II, to a 
remarkable line of classic 8 and 16-bit cartridges. 
One of their most popular and well-received char- 
acters from these home console machines 1s a lit- 
tle blue robot named Mega Man. 

Mega Man has been around since the stone 
age days of the NES and has been successful 
enough to inspire a long line of sequels. The main 
reason Mega Man has been so successful among 
gamers can be attributed to the simple but chal- 
lenging play mechanics. Mega Man mostly involves 
pinpoint action/platform jumping and non-stop 
shooting; and as basic as this concept might seem, 
the combination can be extremely challenging and 
quite addicting. Capcom has taken this winning 
formula and translated “Mega Man X” from the 
Super Nintendo onto the PC platform. 

The story is set in the 21st century and taken 
from the journals of an anthropologist named Dr. 
Cain. During a routine excavation he discovers the 
remains of a lab which belonged to a famous robot 
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designer by the name of Dr. Light. Upon further 
examination, Dr. Cain discovers a capsule con- 
taining a strange robot named “X”’. With the use 
of Light’s notes and help from the friendly X, 
the doctor creates a series of “Reploids” - robots 
that have limitless strength, intelligence, and the 
ability to make their own decisions. Once imple- 
mented into society, some of these Reploids turn 
“maverick” and start attacking humans. Sigma, the 
most intelligent of the Reploids, has been assigned 
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to lead a group of robotic hunters to take out the 
mavericks. On June 4th, Sigma went maverick and 
took over most of the reploid population. He has 
decided that humans are the inferior race and are 
limiting the growth of the Reploids. It’s up to you. 
as the determined Mega Man X, to take out Sigma 
and his crew of derelict robots and, of course, save 
the human race from technological takeover. 

As stated before, Mega Man X is about jump- 
ing and shooting. Each level is laid out vertically 
and horizontally, jammed full of assaulting ene- 
mies. The basic goal is to progress through each 
level without sustaining too much damage and tack- 
le the “boss” that awaits you at the end. Once defeat- 
ed and deactivated, you get the option of using that 
boss’s main weapon. Each weapon you accrue 
along the way has its own energy meter which 
drains with every shot fired; and the only way these 
“special weapons” can be replenished is by col- 
lecting weapon capsules randomly dropped by 
felled enemies. In addition to these special weapons, 
Mega Man comes equipped with his own inter- 
nal “X-Buster” which can fire short blasts or be 
powered up by holding down the Y button. There 
is also a special handy-dandy dash move you can 
execute by double tapping in the direction you are 
running and only after locating the special item 
needed to do so. 
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Every level has multi-parallax scrolling back- 
grounds and crisp, colorful graphics that have a 
distinct cartoony Japanese quality to them (although 
this should come as no surprise as this game and 
all of the Mega Man series were programmed in 
the land of the rising sun). 

Now for some minor but necessary complaints. 
First off, the challenge level is set at “really hard” 
and there is no option to change it. Be prepared 
to get hit and die a lot. Luckily, this factor is offset 
by a save feature that lets you save your progress 
after beating each level. This lends to my second 
complaint, the programmers left out an option to 
duck and many times you just have to get shot and 
take it like a man because jumping over the enemy’s 
shots isn’t an option either. This leads to my third 
complaint, after sustaining massive damage because 
you couldn’t duck out of the way, trying to restore 
your health is like a crap-shoot. Health capsules 
drop from enemies just like the weapon capsules 
and it’s totally random if one will appear or not. 
Most of the time they appear when you have full 
health and don’t when you’ re about to die. Lastly, 
where’s the CD music? The version we were given 
to review had pretty harsh 8 bit tunes. If you’re 
going to go produce a game on CD, don’t you think 
it should offer some extra features? 

With those few complaints aside, Mega Man 
X is a good translation from its SNES counterpart 
and an extremely challenging game. While it’s not 
going to win any awards for technical achieve- 
ments (the SNES version is now over a year old) 
it’s a solid arcade-style, action/platform game that 
is really fun to play. Is Mega Man X recommended 
playing? If you’ve never played a Mega Man 
title before or have fond feelings because you’ ve 
played them all, then yes. On the other hand, if 
you don’t care for these types of games or pre- 
fer mental stimulation over mindless action, then 
maybe you should take 
a pass. 
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Is Mega Man X recommended playing? 
If you’ ve never played a Mega Man title before 
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or have fond feelings because you’ ve played 
them all, then yes. On the other hand, if you 
don’t care for these types of games or prefer 
mental stimulation over mindless action, then 
maybe you should take a pass. 
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YOU CAN FLY-YOU CAN FLY-YOU CAN FLY! 


UP, UP AND AWAY WITH LOOKING GLASS. by David Jon Winding 


“Flight Unlimited” is a fairly impressive 
piece of technology. Looking Glass has created 
a small plane flight simulator with close to photo- 


realistic terrain that has an almost endless list of 


options. For those of you that are dedicated flight 
simulator aficionados, Flight Unlimited 1s going 
to be a nice addition to your flight library. On 
the other hand, while the product offers things 
like maneuver training, solo flight and five dif- 
ferent craft to pilot, action fans are not going to 
find enough to do, nor will the game win them 
over and make them flight simulator fans. 

This is nothing unique to Flight Unlimited, 
it is simply the nature of flight simulators. The 
flight combat simulators, such as the “Falcon” 
and Chuck Yeager series’, and Electronic Arts’ 
“U.S. Navy Fighters” give the player the added 
dimension of dog fighting and the ability to 
knockout land and sea targets. The question you 
have to ask yourself when considering the pur- 
chase of this product is probably along the same 
lines as when purchasing a golf simulation...will 
it teach me how to play, make my game better 
and/or provide a realistic environment to play 
within? 
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Because of Flight Unlimited’s multimedia 
approach to flight, the educational issues sur- 
rounding learning to fly are covered in great 
detail, both graphically and sound-wise. The 
player can choose to execute any one of a num- 
ber of flight maneuvers, all under the voice-over 
tutelage of your multimedia instructor. Take-off, 
landing and in-flight maneuvers are all covered 
in the tutorial in great detail. For example, when 
learning to land, you begin instruction from take- 
off and your instructor will cover everything 
from approach, to air speed, to craft mobility as 
you touch down on the tarmac. You can also par- 
ticipate in a number of “Hoop” courses, where 
you are trying to post the best time while pilot- 
ing your craft through a series of floating hoops 
that appear on your flight path. 

As to the question of whether or not Flight 
Unlimited makes those that already know how 
to fly better pilots...probably not-unless your 
understanding of the physics and mechanics 
of flight is rudimentary (like mine). The game 
allows the player to keep track of flight per- 
formance in the five different craft via a pilot’s 
log that offers detailed information on the play- 


LY 7) 
S15 204 
~4 gi ams 4 5 30 
‘2 65 Ze? 4499303 
E.p.m 


210 Bs 
. Hirt . 


° 31 ¢ PC REVOLUTION 


Aw . 
4 


=4 Gi Ws 
64 


er’s successes and failures. The five different 
aircraft include the “Extra 300S”, the Bellanca 
“Decathalon”, the Sukhoi “SU31”, the Pitts 
“Special S-2B” and the Grobb “103A” sail plane. 

Graphically, the designers at Looking Glass 
have created a 3D world that is truly photo-real- 
istic. This is both one of the game’s biggest virtues 
and the cause of some of its weaknesses. The six 
locations (Sedona, AZ, Sugarloaf, ME, Skybryce, 
VA, Springfield, VT, an airfield in France and 


Denali, AK) offer breathtaking landscapes, if 


you are flying from 10,000 feet or above. In the 
offices at D-3, we use Pentium 90’s for game 
review and, in 1024 x 768 mode, the frame rate 
was less than desirable...the price you pay for 
“photo-real” at this particular point in the his- 
tory of gaming. The other problem is that, with 
the exception of the runways, there are no struc- 
tures dotting the landscapes. A big part of the 
reason that | take the ol’ virtual aircraft out for 
a Spin 1s to buzz local landmarks. There’s noth- 
ing better than shooting through Manhattan and 
whipping around the Empire State Building, 
or taking a lap around the Eiffel Tower. 
Unfortunately, Flight Unlimited limits (pun 
intended) the player to flat, textured landscapes. 


In a few of the flight areas, there are mountains, 
rivers, etc., but everything has been drawn as 
if you were viewing it from 30,000 feet. The 
landscape graphics really suffer when you try to 
fly low...there 1s little detail. This (technical, 
no doubt) limitation impacts the long-term play 
value of the product-although this could easily 
be remedied in the near future by expansion disks 
offering other, more detailed flight areas. It’s 
really too bad because the designers at Looking 
Glass obviously have a wonderful design con- 
cept on their hands, but PC video hardware is 
not (yet) sophisticated enough to present the 
level of detail that is necessary to really drive 
this product over the top. Looking Glass has 
done an excellent job with this, their first title, 
but, as the saying goes, the reach outdistanced 
the grasp. A year from now, the tools will be in 
place for this product to really succeed. I, for 
one, can hardly wait. Flight Unlimited is a taste 
of the wonderful future that lies ahead in PC 
gaming, one that will have us all questioning the 
bounds of entertainment and reality. Flight 
Unlimited may not be perfect, 

but it is an excep- 
tional start. 


Looking Glass has done an excellent job 
with this, their first title, but, as the saying goes, the 
reach outdistanced the grasp. A year from now, the 
tools will be in place for this product to really suc- 
ceed...Flight Unlimited is a taste of the wonderful 
future that lies ahead in PC gaming...Flight Unlimited 
may not be perfect, but it is an exceptional start. 
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DOOM ME BABY ONE MORE TIME 


LAN VWE EVER GET ENOUGH? Bry Gregory Off 


Listen up all you Doom crazed fanatics, GT 
Interactive and id Software have decided to give 
us Doomers something old and something new 
with “Ultimate Doom” - a marriage between the 
original, never released to retail, shareware ver- 
sion of Doom, and a new hard-core, expert-only 
episode designed specifically for the retail mar- 
ket. 

Ultimate Doom is a combination of the orig- 
inal Doom (the 27-level, carnage-filled blast-fest 
that has become the benchmark for all 3D-style 
“corridor” games) and an all-new, never seen 
before Episode IV titled: “Thy Flesh Consumed”. 
This new, unrelenting, nine level episode is 
extremely tough and challenging and, when I 
say expert only, I’m not kidding. We’re talking 
dramatically harder than any of the original lev- 
els, even on the easiest setting. 

The question 1s, why release Doom to retail 
now, even with the addition of a new episode? 
My best guess is that GT is looking to capitalize 
on the ever-expanding PC audience as well as 
devoted Doom fans who just can’t seem to get 
enough (me included). 

For the purpose of this review, I’m count- 
ing on the fact that most of you have already 


played the original Doom, and if you haven’t, 
you ve probably spent the last three years living 
in a closet or something. So, with this in mind, 
we Il just concentrate on Episode IV for our 
review. First off, there are generally no major 
changes or differences between any of the orig- 
inal levels and the new ones. For the most part, 
it seems like id just used their level editor and 
designed some new levels using the standard 
Doom graphics and sprites (IJ must mention that 
id Software and GT Interactive haven’t claimed 
that this will be anything more than what it is - 
the original shareware Doom with a new episode). 


And while this isn’t a terrible thing by any means, 
it doesn’t seem to be “fresh and new” - just more 
of the same. The big differences you will notice 
are the difficulty and the setting. Practically all 
of the levels in Thy Flesh Consumed are set out- 
side with an orange/yellow sunset on the horizon. 
And, in most cases, instead of the green acid-like 
slime covering the ground, there is deadly molten 
lava. 

As I stated in the last paragraph, the diffi- 
culty is tweaked extra-high and I constantly found 
myself a bloody pulp, staring at the feet of the 
demon that had just chomped away my last ten 
health points. The enemies generally seem to react 
much faster and shoot or attack a lot quicker, and 
there are tons of them! Even the very first level 
of the episode starts off with a barrage of Former 
Humans, Sergeants, Demons, Spectres, and Barons 
of Hell - all looking to spill some of your blood. 
My advice would be to constantly save every few 
minutes because you can go from full health to 
zilch in the blink of an eye and spare weapons, 
health and armor are extremely tough to come by. 

OK, so you know what the differences are 
and how the difficulty is - and we all know how 
Doom plays...is this worth spending around $35.00 
to $40.00 bucks on? This, my friends, is a ques- 
tion I’ve been struggling with since I sat down to 
review Ultimate Doom. I feel that Doom (the orig- 
inal in particular) is starting to show its wrinkles. 
With some of the newer 3D shooters such as Dark 
Forces, Heretic, Rise of the Triad and System 
Shock, as well as some of the stunning, upcom- 
ing titles like TekWar, Witchaven, Duke Nukem’ 
3D, Stonekeep and Quake, Doom loses some 
of the allure that propelled it to its legendary sta- 
tus. I feel that if you are a “newbie” or an over- 
the-top type of gamer who just can’t get their fill 
of Doom (you know who you are, spending end- 
less hours searching the ‘net for the newest wad 


files), then this game’s for you. But, if you’ve 
played the original Doom, moved on to Doom II, 
and are now awaiting the next step forward in 3D 
technology, then you might want to sit this one 
out. Either way, Ultimate Doom, comes across 
as a cool addition to the “official Doom collec- 
tion”. 

One final note. Ultimate Doom has one extra 
“freebie” — five free hours on DWANGO (Dial- 
Up Wide Area Network Game Operation), which 
allows the player to link up on-line for four-way 
Deathmatches...Pretty 
Cool. 
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With the newer 3D shooters, Doom has lost 
some of the allure that propelled it to its leg- 
endary status. If you are a “newbie” or an over- 
the-top type of gamer who just can’t get their 
fill of Doom, then, by all means, this game’s for 
you. But, if you’ ve played the original the orig- 
inal Doom and Doom II, then you might want 
to sit this one out. 
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3D GAMING LIKE YOU'VE ALWAYS WANTED 


CAPSTONE DELIVERS US TWO GRAIN BLOWING 30 REALMS, SURE TO PLEASE! by Gregory Uff 


Capstone is busy wrapping up two major titles 
for release this September; “TekWar” and 
“Witchaven’’. Both of these games are set in a vir- 
tual, three-dimensional environment similar to, but 
amazingly different than, other comparable titles 
such as Doom, Dark Forces, Heretic, etc. What 
is this difference? It is the application of a new, 
exclusively licensed, advanced 3D engine from 
3D Realms that allows much greater freedom in 
movement and perspective. 

Picture being on a real street in a real city. 
From this street, you can walk into any building, 
hop on the elevator to any floor, go out into the 
hallway and peer out the window to the street far 
below - the possibilities are virtually endless. This 
is real architecture in a real 3D environment and 
looks to be the next-step in technology for 3D gam- 
ing. From just the preliminary shots displayed 
prominently on these pages, you can see the amaz- 
ing and unlimited possibilities this engine offers. 
Now on to the games. 

TEKWAR 

Tek War is based on William Shatner’s sci-fi 

novels and syndicated T'V show of the same name. 


TEKWAR / WITCHA 
‘Publisher: 


INTRACORP | 


501 Brickell Key Dr., 6th Fl., Miami, FL 33131 
305-373-7700 


Developer: 


| atten 


The story is set 50 years into the future where Tek, 
a mind-altering hallucinogenic, is the drug of choice 
in the city of New L.A. It’s your job to stop the 
addiction by going to the source, the TEK Lords. 
Do this by gathering clues and eliminating ene- 
mies as you embark on specific missions and 
assignments during your quest. Kill or capture? 
The choice is up to you and, regardless of strate- 
gy, be prepared for the consequences as Walter 
Bascom (William Shatner) debriefs you in full- 
motion video shot exclusively for the game. Tekwar 
features a massive playing field with seven dis- 
tinct areas of the city, full-motion, digitized char- 
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acters, network play for up to 16 players, modem 
play for up to two, and incredible 3D mapping 
designed by Mike Pitts. 
WITCHAVEN 

Witchaven is a ground-breaking 3D fantasy 
action/adventure similar in design to Interplay’s 
Stonekeep. The story is set deep within the vol- 
canic pit of the Island of Char. Here lies the mys- 
tical lair of Witchaven where witches older than 
time itself have cast a shadow of evil spells that 
shroud your people in never-ending darkness. Only 
you can lift the curse and stop the creators of this 
madness. Using your wits, spells, weapons, and 


courage, you must conquer the demons and crea- 
tures who stand over and watch the darkness and 
return your people to the light. 

Witchaven brings gamers intriguing puzzles, 
first-person combat, a wide assortment of hand-to- 
hand weapons, as well as guided spells, providing 
more variety and creative battle than other games 
in this genre. Some of the other features this game 
offers are a huge playing field, encompassing more 
territory than typical 3D releases, network play, 
full-motion 3D animated cut scenes, and original 
sound effects as well as a CD-quality musical score. 

Keep your eye on Capstone as they aggres- 
sively move forward into this arena of gaming. We 
will be doing complete reviews on both of these 
exciting games in the months to come. 


ne ase ue 
fi 


MI 


TERM 


INAL VELOCITY 
Publisher: 


FORMGEN, INC. 


7641 E. Gray Rd., Scottsdale, AZ 85260 
602-443-4109 


Developer: 


Mark Randel: Designer/Programmer 
Kyle Richards: Music/Sound Effects 
Karl Hagood: Art/Animation 
Drew Haworth: Art/Animation 
Tom Hall: Co-Producer (3D Realms) 


T’S GAMING GONE TERMINAL 


AND THE VELOCITY MAY KILL YOU! by Gregory Off 


From the creative minds at Terminal Reality 
and 3D Realms comes an exciting new 3D, arcade- 
style shooter aptly titled “Terminal Velocity”. 
Similar in mechanics to both Magic Carpet and 
Descent, Terminal Velocity offers fierce 3D com- 
bat combined with complete 360 degree freedom 
of movement in a totally immersive atmosphere. 
What this means is you can fly essentially any- 
where, totally “off the rails” - there is no preset 
flight path or limits to being trapped within cer- 
tain boundaries. 

With this in mind, prepare to be plunged into 
a virtual world where you can skim along vast 
mountain ranges, take cover in clouds, delve deep 
into tunnels below the planet’s surface, and clash 
with air and ground adversaries. This, in essence, 
is Terminal Velocity. 

The story is set in the future. Earth now leads 
up a council called the Alliance of Space Faring 
Alien Races. Through this alliance, a treaty has 
been signed to insure peace between all species. 
Perimeter Defense Computers have been provid- 
ed by Earth to protect each solar system...peace 
has reigned for over 70 years. 

On September 2nd, 2704, armadas from all 


of the other member systems descended on the 
Earth, killing millions of people. 

You are an Earth pilot flying the TV-202, < 
fighter only few can handle. It’s your task to take 
down the attacking allied forces at any cost anc 
find out what’s behind it all before the Earth falls 
to the onslaught. 

The mission objectives are simple: Clear each 
planet by taking out the enemy’s various outposts 
and installations and then find the Departure Uni 
(exit) to get the heck out of there. Sounds easy’ 
Well, it would be, except for the onslaught of attack 


ing alien craft from both air and ground that are 
constantly chipping away at your ship’s shields. 

There 1s already a three level shareware ver- 
sion of Terminal Velocity currently available via 
the Internet, with both CD and floppy retail ver- 
sions to follow. The retail version will offer net- 
work capability for up to eight players, a total of 
nine planets to explore and conquer with three sub- 
levels per planet, a hi-resolution, 640 x 480 SVGA 
mode with improved graphics and textures, as well 
as full motion, 3D rendered cut scenes, digitized 
stereo sound effects, and an orchestrated sound- 
track. The CD version also offers improved ter- 
rain graphics, CD quality music and a secret bonus 
planet. 

Speaking of planets, each is vastly different 
from the one before, ranging from harsh, snow 
covered mountains and underground ice tunnels 
to unstable, molten-spewing volcanic terrain with 
lava-filled caverns — all texture mapped and ren- 
dered realistically on the fly. 

From just the preview version, it is evident 
that this is a special game. I have been glued to 
my screen ever since it arrived and am eagerly 
awaiting a finished, reviewable copy. At this early 
stage, I can already tell that Terminal Velocity will 
fall into that elite category with the likes of Doom, 
Descent, and Dark Forces. Look for a complete 
review in our upcoming September issue. 
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YOUR MAC IS DOOMED! 


LION BRINGS DOOM AND GLOOM TO YOUR MAC! by Tim Lindquist 


By the time you read these words, Doom = «* , 
II for Macintosh should be widely available | NG (3 ance SE 


<-HOOSE er Lever m 


through both retail outlets and mail order sales. 
The long wait is over. Mac aficionados final- 
ly have a game that is as good as, if not bet- 
ter than, games that PC/CD-ROM owners 
currently enjoy. The shareware version of 
Doom should be along shortly as well, which fm U ee ee 
is basically an interactive advertisement for NIGHTMARE: 
the full blown Doom I. a 3 
Doom is a craze that has spread to near- 
ly every gaming platform in existence, from 
typically gameless platforms such as high-end 
Sun and Silicon Graphics workstations, to the 
lowest end of the gaming spectrum, the Super 
Nintendo. Even if you’re not a gamer, you’ ve EJ “Kill” Finder & Other Apps 
probably heard or seen Doom mentioned on 5 Monsters 
television. Why is it so popular? Because it’s & Respawn 
one of those rare games that is so unique, yet EI warp: [a 
so basic, that it creates a whole new catego- 


© I'm too young to die. 
ry of games. Just as Street Fighter 2 sparked © Hey, not too rough. 


a revolution in fighting games, Doom will MEL IOS PARAM, 
be th d forefather of zillions of 3D games — 
e€ me proud fore OTs LS 2 cs © Nightmare! 


to come. 
If you’ ve only played Doom on one of the (_Load .WAD..._ u 


console systems, like the 32x or the Jaguar, 


The Hint Box 


CHEAT CODES 


IDKFA Gives you all weapons, keys and ammo. 
IDBEHOLD then 

S Turns on the berserker punch. 

Vv Makes you invulnerable. 

l Makes you invisible. 

R Gives you a radiation suit. 

A Gives you the area map. 

L Gives you the lite-amp goggles. 


IDCLIP Turns clipping off (allows you to walk 

through walls) 

IDMYPOS Gives your (x,y) Coordinates in hex. 

IDDQD Degreelessness mode (aka God mode}. You 
become invulnerable. 

IDDT (when in mapview) 

Once gives you the whole map. Twice lets 
you see all the monsters/objects. Thrice 
puts you back to normal. 

IDCLEVxx where xx = 01-32 
Warps you to level xx. 

IDCHOPPERS Gives you the chainsaw. 

IDMUSxx will play you the music from level xx (from 
01 to 32). 

IDFA will give you all weapons and ammo, but 
not the keys, which leaves some of the fun 
in the game, finding the keys. 

IDMUSxx will play the music from level xx. 


ANAC 


you ve only gotten a taste of the monster 
that is Doom. Doom for the Mac (or even 
the PC) is a whole new realm. The graph- 
ics are more detailed, the animation is 
smoother, and there are literally thousands 
and thousands of levels available compared 
to 26 on the Jaguar and 15 on the 32x 
version. The Macintosh version has 

no lack of features. You can play 
multi-player games over stan- 

dard Appletalk networks, over 

IPX networks (that’s the stan- 

dard network for PC’s), over 

a modem, or with a direct 

serial connection. IPX sup- 

port means you can play 

against PC users on their own 

turf. Not only that, but you can 

use all of the thousands of ““WAD” 

files that are currently available for 

the PC version. (Check out the screen shots 
of the “Alien Total Conversion” WAD run- 
ning on the Mac!) WAD files are the files 
that contain all the data for the game, includ- 
ing the textures, sprites, level layouts and 
music. Extra levels from CD-ROM com- 


pilations like D! Zone or Ultimate Doom 
can be accessed directly without any con- 
version whatsoever. Or, if you’ ve got access 
to the Internet, you can download WADs 
directly from id Software’s FTP site at 


ftp.idsoftware.com. 


You can play in three different res- 
olution modes, switchable on-the- 
fly during game play via a 
keyboard command. Your 
options are low, medium, and 
high detail, which, for the 
technically adept, translate 
to 320 x 200 pixels for low 
resolution, 640 x 200 for 
medium, and 640 x 400 for 

the high resolution mode. 
Using a stock-90 mhz 
Pentium based DOS machine 
side-by-side with a stock-80 mhz 
PowerMac (running a beta version of the 
new “native” sound manager), with both 
machines set at the 320 x 200 resolution, 
there is no noticeable difference between 
the two games. This is significant for Mac 
gamers as, until now, the Mac was gen- 
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Custom levels and graphics (known as “.WAD" files) from the DOS version 
work on the Mac version with no conversion! 


erally considered an inferior machine for play- 
ing games when compared to Pentium 
machines. And, until now, the general con- 
sensus was correct. There have been no games 
that demonstrate the potential power available 
to the PowerMac platform. The most impres- 
sive game to date had been Marathon, which, 
when played at comparable levels of detail on 
the same machine, achieves nowhere near the 
smoothness and fluidity of gameplay that 
Doom does. I’m sure there will be many who 
will say that Marathon is a totally different 
game than Doom, and that’s true when it comes 


to the objectives of the game. Doom is more 
akin to a shoot ‘em up, and Marathon more of 
an adventure game, but they both use simi- 
lar “Engines”, sometimes referred to as “3D 
corridor games’’. | wonder what would hap- 
pen if somebody converted the sprites, tex- 
tures and sounds from Marathon into a Doom 
WAD file. 

So, how does Doom play at 640 x 400? 
Many people have wondered if this means that 
the graphics have been re-drawn specifically 
to support the higher resolution. This is not the 
case. What the 640 x 400 resolution means 
is that the graphics retain their high detail when 
they get smaller. Viewed up close, the sprites 
and textures have the same huge pixels that 
the non-Mac versions have. (All the screen 
shots for this article were taken at the high- 
est detail level.) If you’ re playing on a Power 
Mac 7100 the speed just makes it over the line 
between acceptable and not — in fact, it’s very 
similar to the speed at which Marathon runs 
with all the standard settings. Running at this 
high level of detail on anything less than a 
66mhz PowerMac is chunky to say the least. 


Even on one of our 6100/60’s the animation 
started to get a little too jerky to control with 


precision. Forget about 640 x 400 on a 68000 
based machine. Even on my 40 mhz Quadra 
840 at home it wasn’t playable unless you 
set the detail to medium. What does that mean 
for the thousands of people who still haven’t 
taken the PowerPC plunge? Not to worry! If 
Doom doesn’t play smoothly at full screen at 
the lowest resolution setting, you can reduce 
the screen size all the way down to something 
reminiscent of a portable hand-held Game Gear. 

Ahh, the music! I almost forgot. Doom II 
for Mac uses the new built-in support for Midi 
in Quicktime 2.0. This means digital sound 


and music that’s unmatched in versions on all 
other other platforms. Now instead of just being 
background music, which you’re only vague- 
ly aware of as you play, you’ ve got the kind of 
tunes that make you want to hook up your Mac 
to large speakers and crank up the volume. 
If the enthusiasm that was generated by 
the announcement that Doom was being port- 
ed to the Mac 1s any indicator, Doom II for 
Mac should be a huge seller. Mail order com- 
panies advertised it weeks before the announced 
release date, the Mac related newsgroups on 
the Internet are flooded with messages from 
people asking about it, the mailboxes at Lion 
Software have been deluged with mail regard- 
ing it, and there are at least two Web pages on 
the World Wide Web devoted to it. Already, 
other game companies have announced that 
they are also porting over versions of their 
biggest hits. Big things are happening for Mac 
gamers, Doom II for the Mac is just the begin- 
ning. I must admit, after finally playing it for 
myself I am more than impressed — Lion has 
done a great job porting 
Doom II to the Mac. 
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If the enthusiasm that was generated by the 
announcement that Doom was being ported 
to the Mac 1s any indicator, Doom II for Mac 
should be a huge seller... Big things are hap- 
pening for Mac gamers, Doom II for the Mac is 
just the beginning... After finally playing it for 
myself Iam more than impressed — Lion has 
done a great job porting Doom II to the Mac. 


The Hint Box 


GOB's OF CHEAT CODES 


LATERMINATE 
LAOZ 
LAAARON 
LAMAXOUT 
LAUNLOCK 
LABRADY 
LASKIP 
LAARC 
LAEXECUTOR 
LAFUELSTAT 
LAIMPCITY 
LAJABSHIP 
LANARSHADA 
LAROBOTICS 
LARAMSHED 
LADTENTION 
LAGROMAS 
LATESTBASE 
LASEWERS 
LATALAY 
LAREDLITE 
LABUG 


LADATA 
LAPOSTAL 
LAIMLAME 
LARANDY 
LAPOGO 
LANTFH 
LACDS 


Rampage (GOD) Mode 
Dorothy Mode 

| dunno, but its there! 
Add Everything 

Add Inventory 

Add Ammo 

Skip Level 

Warp to The Arc Hammer 
Warp to The Executor 
Warp to Fuel Station 
Warp to Imperial City 
Warp to Jabba’ Ship 
Warp to Nar Shaddaa 
Warp to Robotics Facility 
Warp to Ramsees Head 
Warp to Detention Center 
Warp to Gromas Mines 
Warp to Research Facility 
Warp to Anoat City 
Warp to Talay: Tak Base 
Freeze Enemies 

Insect Mode 

Position Data 

All Weapons 

Full Invincibility 

Weapon Supercharge 
Height Checking 

Warp to Starting Point 


Happy Map 


THE MAC JUST GOT A LITTLE BIT DARKER 


AND OH WHAT A BRIGHT FUTURE THAT COULD MEAN! by Tim Lindquist 


It’s a Big Mac month for sure! It’s not 
everyday that a smash hit game that sold over 
a million units three months after it’s ship date, 
gets ported to the Macintosh. That’s right, if 
you were holed up in a cave somewhere in 
Agoura, then maybe you don’t know that Dark 
Forces is out for the Mac. What is it? Good 
golly man, I shouldn’t have to tell you that! 
It was on the cover of our first issue, and we’ ve 
already dedicated more than sixteen pages to 
it, including a strategy guide on it two issues 
in a row (that’s a hint for all you Mac folks to 
go hunt down some of our back issues). What 
it is is only the best 3D shooter/Doom ripoff 
there’s ever been. What it is 1s the closest you’ ll 
get to actually being a part of the “Star Wars” 
world, with today’s technology. It was first 
released in April for PC/CD-ROM, and with 
very little advance press, it sold like block- 
busters. And for good reason! Dark Forces is 
the first game from LucasArts to use the “Jedi” 
engine. This is simply a fancy way of saying, 
yep, there’s gonna be sequels. What sets the 
Jedi engine apart from, oh say, Doom’s engine? 
Let me tell ya. Full 3D objects, atmospheric 
effects, Gourad shading (what the heck is a 
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Gourad’??), total 3D viewing perspectives (you 
can look up and down), and on top of all that, 
you can jump and crouch. Dark Forces boasts 
14 different levels, and at first that may seem 
a little small, but the levels are absolutely huge. 
The objective is not to saw a path through liv- 
ing flesh to the exit like the zillion level 
Doom. Each level is a whole mis- 
sion with a story in itself, set in 
cities and on planets as 
opposed to dungeons and cor- 
ridors. You'll do everything 
from covertly stealing 
Empire secrets to freeing 
imprisoned dissidents. 

The story goes some- 
thing like this; you’re Kyle 
Katarn, mercenary for hire, for- 
merly in league with the Empire, 
now working for the Rebels. The big- 
wigs over at the Rebel camp have caught 
wind of a new secret weapon that the Empire 
has been working on, and have come to you 
for help. It turns out that the new weapon is 
an automated Stormtrooper called a “Dark 
Trooper’. These boys are plenty ornery, but 


you won't see much of them till the later lev- 
els. 

Okay, I’m probably raving by now, and 
you probably don’t want to hear it, so ’ll move 
on to the important stuff — how the Mac ver- 
sion stacks up against the PC. 

Let me tell you about some of the 

goodies that the Mac version has 

that the PC version lacks. The 

high resolution mode is the 

most exciting option. Just as 

| explained in my Doom II 

article, the gameplay graph- 

ics are not re-drawn for the 

higher resolution. Instead, 

the advantage is that when 

things get smaller, the details 

stay crisp. Some of the out-of- 

game graphics, however, have 

been re-drawn for the better resolu- 

tion. Among those are the “loading” screen 
and the status display. 

Your screen size options are extensive, 
ranging from 640 x 400, to 640 x 240 letter- 
box size, to 384 x 200, the smallest, and at any 
of these sizes, you have the option of playing 
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at high resolution, low resolution — pixel dou- 
bled, low resolution — interlaced, and low res- 
olution — small. Basically, what all this really 
means is that Lucasarts has made sure that 
Dark Forces will be playable on just about 
any machine, fast or slow. 

The next major feature that Mac own- 
ers will enjoy are the digital instruments. Like 
most newer games, Dark Forces takes advan- 
tage of System 7.5’s built-in support for “Midi” 
instruments. This means crisp, clean sound 
without the additional headache of installing 
a special “MegaBlaster Pro 32 AWE level 2” 
(or some such thing) sound card like PC own- 


ers must. The difference over the PC standard 
“Sound Blaster” is apparent even on a 7100's 
built-in mono dinky speaker. 

The next “Mac exclusive”’ is the new cheat 
codes. Rampage and Dorothy modes are not 
in the PC version. Rampage mode is an unlim- 
ited energy, unlimited ammo mode, and 
Dorothy mode shrinks all the enemies and 
doubles the speed of the sound and music, cre- 
ating a zany, circus-like atmosphere that is 
sure to entertain both young and old. 

So how does it actually compare to the 
PC version? It’s awesome! On an 8100/100 
in high-res mode, it’s like heaven. It’s like 
putting on a pair of glasses when you didn’t 
even know you needed to wear them. While 
still not quite as fast and smooth as when in 
low-res mode, the speed is highly acceptable. 
Once you start getting down to, oh say 6100/60 
speeds, that’s when it starts getting imprac- 
tical to play in high-res. As far as 68000 based 
Macs go, don’t even try playing in high-res, 
it’s not funny, and certainly can’t be good for 
you. 

One person I spoke with argued that their 
$700 486 DX/100 played Dark Forces just as 
well as my $2,000 Mac. Well, you can read 
that however you like, but nobody buys Macs 
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to play games. The Mac gamer bought his Mac 
for other things like Music, DTP, video, home 
finance, etc... but would love to be able to play 
games when it’s not being used for one of 
those. It’s true that you can buy similarly fea- 
tured PCs much cheaper than Macs, but like 
they always say, you get what you pay for. The 
Mac’s intuitive ease of use is what you pay 
that little extra for. Besides, maybe the advent 
of Mac clones will change even that. There’s 
puh-lenty of Macs already out there, and many 
of the top developers are realizing this, and 
that’s why we’re finally seeing the “Big 


Games” being released for the Mac. Lucasarts 
alone is readying their other blockbuster games 
for release, Full Throttle and Rebel Assault 
2, and at least two other major companies have 
announced their intentions to support the Mac. 
It’s rather ironic that while the PC has typi- 
cally been thought of as the superior game 
machine, now the Mac versions of the PC 
games are actually easier to configure, more 
feature laden, and just as good gameplay-wise. 

If you’ ve got a Mac and don’t have Dark 
Forces, what are you waiting for? It’s out there 
in retail outlets right now, and it’s the most fun 
you ve ever been able to have with your Mac. 
If you don’t believe me, you can get the demo 
version directly from Lucasarts (their number 
is in the info-box), or if you’ ve got a modem, 
you can download it from ftp-2.amug.org. I 
can hardly wait to hear how many copies are 
eventually sold. Judging from the furor that 
the one-level demo version generated on the 
Internet in comp.sys.mac.games, I won’t be 
surprised if a quarter of the people who own 
Macs buy it. 


If you’ve got a Mac and don’t have Dark 
Forces, what are you waiting for? It’s out 
there in retail outlets right now, and it’s the 
most fun you’ ve ever been able to have with 
your Mac. Judging from the furor that the one- 
level demo version generated, I won’t be sur- 
prised if a quarter of the people who own Macs 
buy it. 
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A DAMN FINE-BLOODY ROMP 


A SNEAK-PEEK AT EA's SPACE HULK By Gregory 


Electronic Arts, one of the premiere pub- 
lishing power houses (try to say that three times 
fast) for the 3DO, has a new, first person, 3D 
action/strategy game ready for release this July. 
‘Space Hulk: Vengeance of the Blood Angels” 
is a bloody romp through the hallways and cor- 
ridors of a derelict Space Hulk headed on a crash 
course with an Imperial Planet. 

It’s up to you, as the leader of the Blood 
Angels Terminators, a chapter of the Imperial 
Space Marines, to board and somehow divert 
this huge hulk from its path of destruction. This 
would be an easy day’s work if it wasn’t for the 
hordes of hostile, blood-sucking Genestealers 
that have infested the ship’s inner sanctum. Now 
the time has come for you to lead your loyal 
troops into battle and eradicate this alien scum 
once and for all. 

If Space Hulk sounds familiar to you, it 
should, because it’s actually a re-creation of the 
original Amiga and PC versions that were 
released back in 1993. Although the word re- 
creation should be used very loosely as these 
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games were set in a totally different, 3/4, iso- 
metric perspective and relied heavily on strat- 
egy. In turn, all of these versions are based on 
the critically acclaimed Warhammer 40,000 uni- 
verse created by Games Workshop. 

In this action/strategy title for the 3DO, the 
player has complete control and freedom of 
movement via a full-screen, highly detailed, 
three-dimensional environment similar to the 


likes of Doom. Although Space Hulk offers all 
of the trappings found in most of the current 3D 
games, there is a huge element of strategy here 
that you wouldn’t expect to find. In fact, it’s not 
really even necessary to play the game in the 
first person perspective. Rather, you can just 
as easily make all of your commands and deci- 
sions from the map/radar screen. From here you 
can learn your mission objectives, choose strate- 
gic positions for your men, plot your ultimate 
course and, of course, do battle. Although it is 
much more fun to actually watch and participate 
in 3D, (as you can see by these screenshots) as 


and splashed all over the ship’s walls. 

Space Hulk has plenty of missions to tack- 
le ranging from straight-into-the-action arcade, 
to deep and extremely challenging strategic cam- 
paigns. And for those who are new to the whole 
Space Hulk universe, there is a training mode 
which enables first time players to become famil- 
lar with the gameplay before jumping into a mis- 
sion. 

The enemies in Space Hulk are a unique 
mix of bitmapped and raytraced graphics. When 
an alien gets right in your face, you are treated 
to a frighteningly real, crystal-clear shot of his 
mug; the official term for this is “‘pre-rendered 
interleaving animation” and it is quite impres- 
sive. The walls and corridors are nicely texture- 
mapped and seem extremely detailed for the 
3DO and the game is laden with digitized voice 
throughout. It seems there is always someone 
shouting orders or screaming in fear which adds 
to the overall effect of a group of soldiers under 
attack. 

Space Hulk promises to be an incredible 
experience, offering not only hard-core action, 
but thoughtful strategic planning as well. All of 
this is wrapped up in a beautifully, well-done 


graphic shell and we will bring you a full-fledged 
review in our September issue of D-3. 
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7 THE JOVS OF WORKING IN THE CORPORATE WORLD 


SYNDICATE TESTS YOUR THIRST FOR WORLD DOMINATION. by David Jon Winding 


THE STORY 

“As the world’s multinational corporations 
grew, their profits began to rival those of small 
countries. Soon they OWNED small countries and 
corporate influence was felt at the highest level of 
world government. Smaller corporations were swal- 
lowed up like so much plankton in the wake of 
three behemoth Mega-corporations, one US-based, 
one Europe-based, and one based in the far east. 
These became the only effective world govern- 
ment, not elected, undemocratic, but controlling 
the lives of people through commerce. 

Then the European corporation perfected the 
CHIP. Inserted in the neck, the CHIP stimulated 
the brain stem to alter your every perception of the 
outside world...Like any new and potent drug, con- 
trol of the CHIP meant control of the people. Soon 
the corporations were at war amongst themselves, 
desperate to monopolize CHIP manufacturing. 
Crime syndicates began pirating CHIP technolo- 
gy and soon bribed and murdered their way into 
corporate boardrooms. It wasn’t long before the 
syndicates became the controlling force all over 
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the globe...As a young executive in a small 
European syndicate, you re looking to make your 
mark: You observe from a control platform in an 
airship high above the teeming city streets as your 
agents, controlled by CHIP technology, spread the 
shadow of your terror. Equipped with the latest in 
hi-tech weaponry, their cyborg bodies souped-up 
with extra powerful limbs-the best that syndicate 
money can buy-your finger rests on the pulse of 
their every reaction... There are over 50 named mis- 
sions for you to choose from but, before you choose 
one, you need to develop an overall strategy for 
world domination. Tactical considerations vital to 
the ascendancy of your syndicate include the main- 
tenance of an adequate mission budget, the skills 
and experience built up in the Stasis Chamber of 
potential agents, and the development of your own 
maneuvering skills.” 
THE GAME 

The essence of “Syndicate” is that it 1s a shoot- 
er with some thinking and strategic planning 
involved. You basically want to change all 50 dif- 
ferent areas of the world to your corporate logo 
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and color by succeeding in each of the missions. 
You are briefed at the beginning of each mission 
as to the required objectives, and then you let loose 
your four cyborgs on that corporate region. The 
game is played in a 3/4 isometric perspective where 
you individually manipulate the four cyborgs under 
your control. As you kill enemies, you can acquire 
better weapons and, as you claim enemy territory, 
you are able to increase your corporate revenue 
(through taxation and weapons sales)-thus allow- 
ing you to purchase better armor for your cyborgs, 
or put it into research for powerful weapons and 
modifications. 
THE REVIEW 

Syndicate is a port of the original PC title from 
England’s Bullfrog. Although I have historically 
been a big fan of their titles, and am looking for- 
ward to the VERY cool stuff they had on private 
view at E3, this game just bores me to tears. It 
has a distinct “Amiga” feel to it and the gameplay, 
although consistent with Bullfrog’s philosophy of 
building a deep simulation under arcade play trap- 
pings, is too long on story and strategy and too 
short on action. It is very similar in concept to Sir- 
Tech’s “Jagged Alliance” (reviewed in our July 
issue) on PC/CD-ROM, but not as much fun to 


play. Syndicate has you going back-and-forth with 
the members of your team, in a manner similar 
to Bullfrog’s other 3DO title, “Theme Park’’. After 
you have initially outfitted your team and proceed 
on the first few missions, there is very little in 
the game to keep you coming back. The missions 
have a similar graphic feel to them and I found 
myself playing with little incentive to make it to 
the next mission. You get a little spurt of blood 
when you kill someone and that’s pretty much it. 
You set one of your four characters in motion, wait 
an intolerable period of time for your character 
to get to his destination, shoot the bad guys and 
move on to the next member of your party and/or 
area of that mission. It is a very pedestrian expe- , 
rience-no major disappointments, but no big thrills = MISSION enicr 
either. If you look in our PC Revolution section, 
you will find our review of another Bullfrog prod- 
uct, “High Octane”, and we will be showing both 
PC and 3DO owners five to six more titles from 
England’s leading developer over the next six 
months. These products are the ones to wait for. If 
you are determined to spend some dough on the 
latest and greatest for your 3DO, rent it first. 
Syndicate appeals to a specific kind of game play- 
er and its definitely worth 
spending five to 
Save Sixty. 
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Although I have historically been a big fan 
of their titles, and am looking forward to the 
VERY cool stuff they had on private view at E3, this 
game just bores me to tears. It has a distinct “Amiga” 
feel to it and the gameplay, although consistent with 
Bullfrog’s philosophy of building a deep simulation 
under arcade play trappings, is too long on story and 
Strategy and too short on action. 
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Publisher: 
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1 THE FERAL CATS ARE LOOSE ON YOUR 300 


AND YOU'VE GOT ORIGIN TO THANK FOR IT! by C. Anson 


Lights, camera, action! Hey, wait a minute, 
this isn’t a movie, it’s a computer game. If you 
had walked into a room where Wing 
Commander 3 was just beginning, you'd sure- 
ly do a double take thinking this was a Star 
Wars classic. Having Mark Hamill as the main 
character doesn’t help to dissuade the com- 
parisons. There are also other faces you will 
readily recognize in this mini-movie. WC3- 
Heart of the Tiger starts off with credits rolling, 
and they don’t stop for at least five minutes. 
The opening alone lasts around 10 minutes or 
SO. 

The gist of the opening sequence is, I 
guess, a 411-fest setting the stage for future 
action. A long way to go to tell a story in a com- 
puter game, but the “FMV” is done well enough 
to warrant it. The fighting, you find out, has 
reached a crescendo with the “Kilrathi” 
(enemy) wiping out a “puny contingent” of 
“Confed”’ (good guys) forces and, unbeknownst 
to you, capturing your beloved, Angel. The 
Kilrathi are creatures who reminded me of a 
cross between the the apes from Planet of The 
Apes and the beast from Beauty and the Beast 
fame. They are at once ugly enough to scare a 
younger player yet identifiable enough for a 
teenager to accept. As the Kilrathi vent their 
wrath at the Confederation, it is a little hard to 
understand them speaking, but it’s not real 
important to your mission anyhow, whether 
you do or not. 

First, let’s get acquainted with the ship. 
As Col. Christopher Blair (Mark Hamil, of 
course), you board the T.C.S. Victory after say- 
ing goodbye to your own wrecked Concordia. 
Once you ve received the standard “welcome 
aboard” from the captain, you’re free to check 
out the living area, bridge or flight level. You 
can speak with various personnel aboard and 
attend briefings. This is pretty boring to those 
who are looking for action, but it seems that 
whole Wing Commander series is geared more 
towards the contemplative strategist than to 
the instant gratification shoot ‘em-up nut. On 
the flight level you can run the VR simulator 
which will whet your appetite for the real thing. 
Here you can select from different missions 
such as the gauntlet, asteroid field, and others. 
When you’re ready for the real thing, select 


the ‘fly mission’ area and strap yourself in. 

Obviously, the objective of your mission 
is to blow the Kilrathi out of the sky. The sky 
is basically black with stars. You have a wing- 
man (Hobbes, a friendly Kilrathi - a la Worf, 
I guess) who will take orders unless, of course, 
he thinks they’re bad orders, then he’ lI polite- 
ly refuse your request. Once you ve left the 
safety of the Victory, it’s best to turn on the 
autopilot and let it scoot you off to your des- 
tination, otherwise you may end up wander- 
ing around most of the time. 

The weapons are nothing special to look 
at, a gun, a missile; a little laser-like action 
here. You shoot, you shoot, you shoot. You go 
left, you go right, you roll. The maneuvering 
is pretty simple it seems. Enemies are indi- 
cated by a red square around them, friends with 
a blue. Communication is available to your 
other ships wherein you can get assistance if 
needed. The ability to send a decoy to throw 
off the enemy ship is another option. There are 
few things to do to break up the monotony 
of shooting, though. Even when you hit the 
targeted enemy, the explosion of the ship isn’t 
outstanding enough to warrant a celebration. 
Once you’ ve completed your task in the local 
area, it’s time to turn on the autopilot once 
again and let it whisk you off to your next des- 
tination. After all your objectives are met, you 
may fly back to the Victory and request per- 
mission to land. With experience comes reward 
—as you complete more and more missions, 
you choices of weapons and ships grows and 


gTOWS. 
For all of the fine visual work that went 
into the animated opening sequence and var- 
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10us in-between cut-scenes, I think it would be 
much more appreciated if the effort was spent 
on the actual game. The battle sequences, in 
my opinion, don’t quite measure up to other 
games with similar play mechanics. StarFox 
on the Super NES, to me, is a great example 
of what the gameplay in Wing Commander 
could have been. Take that gameplay, Wing 
Commander’s strategy and story, and put them 
in One game and you’d have a real winner. The 
Wing Commander series has been extremely 
popular on the PC. It is the type of game that 
traditionally has been thought of as well suit- 
ed for the PC platform, and has sold very well. 
However, times, they are a changin’. What was 
successful a year or two ago may not measure 
up to some of the quality software being pro- 
duced today. WC3 on the 3DO is an excel- 
lent port of the PC version, in fact, the quality 
of the video may even surpass it. The only thing 
lost in the translation is the ease of control. 
There are too many control options to cram 
into the meager number of buttons on the 3DO’s 
controller. And what’s up with the bad acting 
from ol’ Mark? Was he 

always this bad and 

I just never 

noticed’? 
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For all of the fine visual work that went into 

the animated opening sequence and various in- 
between cut-scenes, I think it would be much more 
appreciated if the effort was spent on the actual 
game. Times, they are a changin’. What was suc- 
cessful a year or two ago may not measure up 
to some of the quality software being produced 


today. 
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LETS BREAK TRE IGE WITH A LITTLE PUZZLE GAMING 


THEN, FOR EXCITEMENT, WE'LL ADD A DASH OF ACTION. By Tim Lindquist 


Ice Breaker is an interesting combination of 
puzzle gaming and classic action gameplay. You 
control a little white pyramid that putts around on 
its side in eight different directions, and you have 
the ability to fire off shots in those same eight direc- 
tions. The playfield is a 3/4-view perspective where 
there is a myriad of differently colored pyramids, 
each with different attributes, arranged on the play- 
field in a diagonal grid. The object is to clear the 
entire playfield of pyramids without falling prey 
to the hostile pyramid shaped opponents or stum- 
bling into one of the fixed obstacles. The blue pyra- 
mids can be removed by running over them, the 
red ones can be removed by shooting them, and 
the green ones can only be removed by the mobile 
pyramids which chase you around during all of 
this, and kill you if they catch you. If you acci- 
dentally touch a red pyramid, that will also kill 
you. 

As you start progressing through the levels, 
you will start to see more and more variety in the 
types of pyramids found on the playfield. The first 
new type that you’ll encounter is a purple one that, 
when you shoot it, splits and leaves behind a huge 
hole that both you and the enemies can fall into. 
The next type is the psychedelic multicolored pyra- 
mid that cycles through the various colors and, 
when you shoot it, turns into one of the colors that 
you ve encountered so far. The levels progressively 
get more and more complex, with all sorts of dif- 
ferent enemy pyramids appearing to make the level 
more interesting and more challenging. More pit- 
falls like volcanos, whirlpools and other barriers 
are also incorporated into later levels. There are 
a total of 150 levels in the game, with animated 
cut-scenes introduced whenever new mechanics 
come into play that briefly demonstrate the char- 


acteristics of these new elements. 
The graphics during the actual game are noth- 
ing impressive, but the interface and cut scene ani- 
mation are quite pleasing to the eye. The music 
is sort of a funky upbeat techno-rap-folk-polka 
sorta jazzy sounding kinda thing. It makes your 
head bob and I like it, although it’s a bit repetitive. 
The puzzles aren’t too complex, so it doesn’t 
take a lot of brain power to solve them. The big 
challenge in the game is avoiding death. All it takes 
is a brush against the wrong color pyramid and 
you re toast. You’ve got to start the whole level 
over, but you can keep trying the level as many 
times as you like, and once you ve solved a level, 
you don’t ever have to go back and play it over. 
The only really annoying aspect of the game 
really isn’t quite a fault of the game. It’s the 
Panasonic 3DO controller, which stubbornly refus- 
es to let you move diagonally, yet it would clear- 
ly be easier to clear the levels if you could move 
diagonally up the rows of pyramids. Fortunately, 
there’s other controllers available (like Goldstar’s) 
for the 3DO so you, like me, can obtain one that 
you can actually move diagonally with. | 
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If you're a puzzle gamer that has a 3DO, then 
you probably will like this game, and you can ignore 
most of the following criticisms. This is a 3DO 
game. 32 bit, right? So why should we settle for 
16 bit graphics during gameplay? I’m sitting here 
thinking to myself, well, just because I’m not a 
puzzle game freak, doesn’t mean this is a bad game. 
I’m sure there are people out there who will like 
this game very much, but this is a $400.00 system. 
That means hard-core gamers are the ones playing 
these games, and unless there’s a dry spell and 
they’re dying to buy anything new, I just don’t think 
that this game will appeal to them. Perhaps the sav- 
ing grace is that it’s not a straight puzzle game. The 
action-game elements start to dominate in the later 
levels and you have to either shoot or avoid the 
enemies bearing down on you as well as keep from 
inadvertently touching the wrong color pyramid. 

Ice Breaker is certainly not a ground break- 
ing new type of puzzle game that starts a whole Seated. St : 3 Teun pond 
craze like Tetris. It’s more akin to Bomberman. ee : 
without the multi-player option that made —— 
Bomberman such a blast to play. The only really 
unique aspect of the game is that all the various i ———— i | 
characters are pyramids. ns i 
It’s worth a rental. 

Blockbuster 
rents 3DO 

games, SO go 
check it out. 
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Ice Breaker is certainly not a ground 

breaking new type of puzzle game that starts 

a whole craze like Tetris. It’s more akin to 

Bomberman... The only really unique aspect of 

the game is that all the various characters are pyra- 

mids. It’s worth a rental. Blockbuster rents 3DO 
games, so go check it out. 
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COULD HALF A MILLION PEOPLE BE WRONG? 


OR IS REALLY THE SWING ? Eric Winding 


Stormfront Studios has just released Tony 
La Russa Baseball 3 for the PC/CD-ROM and, 


according to their stats, over 500,000 copies of 


numbers | & 2 were sold. Under these circum- 
stances, this would make TLB3 one of the most 
anticipated sequels on the market. It’s been over 
two years since the release of La Russa 2, so 
plenty of time has been spent creating the “first 
multimedia baseball game’. Stormfront has gar- 
nered all their talents in statistical tracking and 
accurate simulations, and combined them with 
SVGA graphics, FMV, and full stereo sound sup- 
port. On the surface, the Studios seem to have 
pushed all the right buttons, but we’ ll go ahead 
and take a closer look (of course!) and give you 
the detailed analysis you expect from D3. 

Let me start off by saying that there are few, 
if any, areas of the grand old game that have not 
been included in Tony La Russa 3. The gamer 
gets the usual laundry list of baseball game 
options, like season or exhibition play, statisti- 
cal leaders, assigning the starting rotation and 
other managerial choices, as well as choosing to 
control certain aspects of the game or not (like 
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base running or fielding). There are also a few 
additions to TLB3 that really add a fresh wrin- 
kle to the La Russa series, not to mention other 
baseball titles. Most notably, the really special 
features are the “Fantasy Draft’, the “Making of 
Tony La Russa Baseball 3”, and “Tony’s Tips”. 
In the Fantasy Draft, it is possible to draft a 
Rotisserie league based on the point system, 
where the value scale can be edited to suit your 
personal taste. You can also hold an “Auction 
Style Draft”, where you and your baseball cronies 
can bid for all players, based on each player using 
their Rotisserie Points. Pretty cool stuff for those 
interested! The “Making of Tony La Russa 
Baseball” is a ten minute presentation of behind 
the scenes footage of the people who created 
TLB3. It shows various stages of the game’s 
development, how certain aspects were accom- 
plished, and some of the technology that wen 
into putting the game together. It’s kind of like 
buying a tape of Batman Forever and getting 
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“the Making of Batman Forever” for free, with- 
out having to wait six months to see it on TV. 
I’m not sure, but I’d be willing to bet (Pete Rose?) 
that this is the first time a computer game has 
ever included this feature! The last special fea- 
ture is ““Tony’s Tips”, where the gamer can click 
on a variety of baseball subjects and get Tony’s 
input and feelings on that particular subject. Those 
of you with Bill Walsh Football for the Sega CD 
will recall a similar feature in that game (I loved 
hearing Bill tell the college players that they 
should stay in school for four years). La Russa’s 
insights to the game are intriguing, and you may 
find yourself listening and watching him speak 
for some time! 

OK, so you’re impressed with some of the 
features and capabilities of La Russa 3, right? 
But if you're like me, what you really want to 
know is how the game stacks up to the com- 
petition in terms of playability. Of course you 
do! If we just wanted stats and interviews, why 
we would simply watch the news and read the 
box scores. Well...let me just start off by stat- 
ing that the La Russa series has always leaned 
HEAVILY on the simulation side of the coin. 
TLB3 is no exception, 
although the game 
does present 


Tony La Russa Baseball 3 lives up to its 
past heritage of exemplary baseball simula- 
tions. The choices and options of included are 
nearly limitless, and the addition of Mel, Hank, 
& Lon create a new set of standards in the series. 
TLB3 is not for the action or arcade style seek- 
ers, but the other half million of you couldn’t 
be happier with your latest edition. 
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markedly improved play mechanics. Some quirks 
still persist though, like the ground rule double 
turning into an inside-the-park home run. I’ve 
had this happen many times; the computer knocks 
one into the gap, the ball hits the turf and appears 
to bounce over the wall. The announcer says 
“a ground rule double”, but the computer play- 
er never stops, and goes all the way around the 
bases for a “glitch” homer. Sheesh. Oh well, at 
least I can hit the “argue with umpire button” 
and listen to some fat “blue” give me grief. But, 
if you push him too far, you’ll get the heave (and 
the computer finishes up for you). Another com- 
plaint | might make is that, in general, the col- 
oring of most of the grass in the parks appears 
faded, and not real rich. Take a look at the pic- 
tures of Hardball 4 in our first issue, and you’ ll 
see what I mean. The grass in Hardball is lush 
and rich, and looks like the real thing. In TLB3, 
it looks more like an afterthought, like “Oh yeah, 
we need to put in some grass”’, rather than “‘Let’s 
see how picturesque we can make this”. Maybe 
you won't even notice because you’ re more into 
the stats et al. but, for me, the lack of vibrant 
color takes away from the overall enjoyment 
of the title. Enough on that subject, let me tell 
you a little about the true beauty of La Russa 
3; the announcers! That’s right, we’re talking 
plural (more than one). Stormfront has given us 
the choice of THREE different announcers to 
choose from for each game. Those of you all 
around the country will be familiar with the voice 
of Mel Allen (“This Week in Baseball’’), but those 
of you outside the Bay Area may not recognize 
the talents of Hank Greenwald (Giants) and Lon 
Simmons (A’s). Let me tell you, it’s a treat to lis- 
ten to any one of them. It’s like listening to the 
radio! I’m actually listening to the Giants game 
now (getting waxed by the Mets), and if it were 
not for the commercials on the radio, I wouldn’t 
know the difference between PC Hank and radio 
Hank! If nothing else, you have to get the game 
Just to listen to the styles of the three different 
announcers! Wow - Accolade is gonna have to 
get Vin & Harry if they want to compete in this 
league! 

All things considered (and we consider them 
all), Tony La Russa Baseball 3 lives up to its past 
heritage of exemplary baseball simulations. The 
choices and options of included are nearly lim- 
itless, and the addition of Mel, Hank, & Lon cre- 
ate a new Set of standards in the series. TLB3 
is not for the action or arcade style seekers, but 
the other half million of you couldn’t be happi- 
er with your latest edition. 
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eR eRe = ACCOLADES LIVE ACTION BASEBALL STEPS LP TO THE PLATE. by Eric Winding 
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Beware ot The game has both MLBPA and Major League 
— » ) Baseball licenses, and features some of the 
best known names in the game. The field of 

play seems to have been filmed during spring 

training, with a ballpark environment that is 

simple, generic and completely unrecogniz- 

able to the average baseball fan. There 1s instant 

replay support for the product and the quali- 

ty of the images is, in general, excellent. 

Additionally, the game features, as 1s com- 

mon in all Accolade sports products, stellar 
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play-by-play as called by Al Michaels-this 
time helped along by color commentary from 
ex-big league catcher, Tim McCarver (recent- 
ly notable for his annoying Olympics cover- 
age a few years back). The game plays within 
the Windows environment and requires a 2X 
speed CD-ROM drive...minimum. For best 
results, a 4X 1s demanded by the product. 
The game is billed as letting you have 
control over the events on-field by filling the 
role of either squad’s manager...this is just not 
the case. There are essentially two things you 
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of pitch you want to throw, and then picking 
the zone that you want to deliver to. From this 
point, the computer takes over and runs out 
the defensive play. When at the plate, you 
choose whether you want to swing away, bunt, 
or hit for power, then move your bat icon to 
the zone that the ball is traveling towards and 
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push the mouse button to make contact. Again, 
from this point, the computer takes over and 
you watch the results of its base-running deci- 
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trol over the proceedings. The game pretty 
much goes on without you and even when 
Swinging the bat, you don’t know whether 
you ve ripped one or sent a puff ball to the 
opposite field. Accolade probably would have 
been better served if they had deleted this 
“interactive” part and concentrated on creat- 
ing a more dedicated statistical simulation 
with the FMV execution. The product would 
probably be a little bit more desirable if the 


game had offered more long-term play, all of 


the big league parks and more footage that 
showed things like home run dramatics, 
response from the crowd, reaction in the 
dugout, etc. 

Live Action Baseball isn’t real baseball, 
itis kind of a quick-fix 
baseball game. You 
know, play it at 
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lunch time for 10 minutes then go on about 
your business. I can’t see really wanting to 
play the game more than once, but I am, admit- 
tedly, a baseball purist. P’ll take La Russa 3, 
Hardball IV or Front Page Sports Baseball 
any day of the week. Ultimately, it comes 
down to a question of money. Is Live Action 
Baseball worth the price of admission. For 
me, the answer is no. It’s not that Accolade 
didn’t put some quality presentation behind 
this product...they did. But, in the end, it’s sim- 
ply acase of a lot of frosting and precious lit- 
tle cake. 


@ J 
Pitt | l=9) [) | | nN, | Live Action Baseball isn’t real baseball. 
ri ) r Ti. : ri ] mi A it is kind of a quick-fix baseball game. You know, 
& | ae 4 play it at lunch time for 10 minutes then go on about 
Eas Bs wi Di pene ec ‘ your business. I can’t see really wanting to play 
\\ agi mee | |e the game more than once, but I am, admittedly, a 
te : oo baseball purist. [’ll take La Russa 3, Hardball IV 
) 32: 30-26 S\ a or Front Page Sports Baseball any day of the week. 


., CELTIC FEVER IS BACK! 


KOEI REINTRODUCES US TO THE ORIGINAL CELTICS!! by LCOR Mark P. Winding USNR 


Contrary to popular belief, the original Celtics 
were not a bunch of guys wearing green sneakers 
running around a parquet floor shooting the “rock” 
into a hole ten feet up in the air! Blasphemy, you 
say? Well , Koei has gone to great lengths in their 
new title “Celtic Tales, Balor of the Evil Eye” (and 
no, that’s not the look you get from the manager 
of the Colorado Rockies when you are called out 
on strikes) to take us back in time when Ireland 
was well removed from the civilizations of Europe, 
and the early Celtic tribes were locked in a bitter 
war with the other world. I must admit, after play- 
ing “New Horizons’ recently, I wasn’t all too thrilled 
about jumping back into another serious role 
play/strategy game; but after a preliminary look, 
I was intrigued enough to do just that. So put on 
your seat belts as we enter Mr. Wizards time 
machine and travel back to meet the original Celtics. 

At this point, you’re probably asking your- 
self what’s up with this Balor of the Evil Eye thing; 
well, the story goes something like this. Celtic 
Tales immerses you right in the middle of a coun- 
try ravaged by a series of bitter wars, because of 
this, the tribes of Eire were joined as one people, 


the Tuatha de Dannan, to collectively fight off the 
Fomors who linger around the island shores, their 
leader being Balor of the evil eye. Your task is to 
rebuild the land, strengthen the tribes and become 
the High Ruler of Eire. Sounds easy enough you 
say? Well, hold on Kimosabe, there’s a little more 
to the story than that. Once you’ ve accomplished 
the task of becoming Eire’s High Ruler, you must 
embark on another journey; this time to locate the 


magical Runes, some of which you must wrestle 
away from Balor himself. In my opinion, this is 
where the game really begins, because it’s at this 
point that you will be empowered with the magic 
needed to rid yourself of this one eyed totalitari- 
an pig. 
‘| As you point and click your way through what 
qa | seems like an endless array of decision/puzzle ses- 
; sions, you will realize that there are basically two 
ways of going about your task. (that being to 
become the High Ruler of Eire) You can either 
choose the diplomatic or militant route. Feeling 
somewhat liberal when I was working my way 
through Celtic Tales, (I know, sometimes it hap- 


a Beg cattle MEBs; 


wr POIROT ERIE cn Sore ae Suet ass 
‘ iy 


it 
a 
Hi 
a 
gt 
a) 


Finbias 


23 Mullinavat 


Foor he ey “) Findias 


. Gach Come forward and face me (EM 
Pa aedy you devil / { : 


Horrigan 


= 
nan 


=... 
& 


‘[Laegaire 1: 
BS ae eto 


‘Arms 
Dexterity 
Mind 
‘Charm 
‘Family 
Soldier 
AbILitY 


Be tana Sansa s 
art te < So 
j PRR 
7 


Aanatpnsnprammaanape anes ne, 
: > ot 
eS Sincectetleasteitdetiinideiislltte 


Gorrigan 
: FS: ‘ 
=3. Findias 


~~ )04 Raven 


© Ciach 
H 


{ Pray 
Refuse 
Fight 


forr igzan 


pens to the best of us) I decided to try the diplo- 
matic route for a change of pace. To become the 
Ruler of Eire through diplomatic channels requires 
you to make peace with the other tribes by first 
offering them tribute, then sending in a caravan to 
trade with them. The more tribute you send, the 
stronger the peace will be amongst the tribes. After 
doing this for a while, my militant side took over 


and I leveled the last couple of tribes by use of 


force. Give me a break, I can only be liberal for 
so long; you know what I mean? You can accom- 
plish this in two different ways, the first is through 
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a cattle raid, and the second is to go to war. I rec- 
ommend the second option, because it does a good 


job of training you for your ultimate task at hand. 


However, good war fighting skills isn’t all you will 
need to banish ‘ol one eye from Eire forever. You 
need to master the art of spell casting, through rune 
magic. This alone, will probably be the most impor- 
tant tool you have to help you reach your objec- 
tives. 

It was obvious to me at this point that Koei 
had a winner on their hands. All too often, the role 
play/strategy games being developed these days 
are Just cheap imitations of mildly successful games 
from the past. Not so in the case of Celtic Tales, 
I was immersed from the beginning in a very chal- 
lenging and enjoyable environment. The story 


line isn’t all that unique, but the development of 


the story as you move along is fascinating. The 
spell making ability is worth the price of admis- 
sion by itself. You can spend hours being enter- 
tained by that one aspect alone. I also enjoyed the 
Opportunity to change my game playing style 
between diplomatic and militant, which I feel gives 
Celtic Tales an edge on the competition when it 
comes to shelf life. Granted, Celtic Tales won’t 
redefine this genre of 

game, but it is cer- 

tainly a wel- 

come addition. 
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Koei has a winner on their hands. All too often, 
the role play/strategy games being developed 
these days are just cheap imitations of mildly suc- 
cessful games from the past. Not so in the case of 
Celtic Tales, I was immersed from the beginning in 
a very challenging and enjoyable environment. 
Granted, Celtic Tales won’t redefine this genre of 
game, but it is certainly a welcome addition. 
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NAVAL SCIENCE 101 


THREE SIXTY GIVES US A CRASH COURSE IN NAVAL WARFARE. by LCOR Merk P. Winding USNR 


By now, most everyone has either heard of, 
or played Three Sixty’s Harpoon series of PC 
games. With my background, it should come as 
no surprise that I have spent a rather significant 
portion of my life playing these games. Needless 
to say, I am a huge fan. So, when the new 
Multimedia/Scenario editor version arrived, I was 
more than happy to set aside another chunk of my 
life to dive into this one. Addiction is a terrible 
thing!! So what do you say we head into the com- 
bat information center and take this puppy for a 
test drive? 

For those of you not totally familiar with 
“Harpoon 2”, let me take a few minutes to give 
you some background on one of my all time 
favorite games. Harpoon 2 puts you in charge 
of a modern naval warfare scenario centered 
around the use of the Navy’s all purpose Harpoon 
missile system. Like most other military strategy 
games, the objective is to out maneuver your Oppo- 
nent through a variety of tactics, and ultimately 
destroy him through the use of your current inven- 
tory of weapons on hand. No big surprise here 
with Harpoon 2, it pretty much stays in line with 
that theme. What has always made the Harpoon 
series one of the best, however, is the absolute 
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realism this game brings to the screen. Having 
spent numerous hours sitting in front of aREAL 
harpoon console, I can attest to the games authen- 
ticity. The main difference between the real thing 
and the video game (at least from my somewhat 
demented perspective) is that while standing watch 
in CIC, you never knew what was going to hap- 
pen on any given day, and these scenarios gen- 
erally didn’t repeat themselves (not to mention 
the fact, that I just couldn’t “save” my four hour 
watch, and come back whenever I wanted). Well, 
the scenario editor version has taken care of this 
little inconvenience, by allowing you to create 
your Own scenario, and , they’ ve even gone one 
further by introducing some multi media effects 
that will have your typical CIC watch officer sea 
sick green with envy. 

Back to the task at hand, creating your own 
scenario. While creating your own scenario has 
numerous advantages, one drawback is that it does 
take a considerable amount of effort and time. 
Not being known for a tremendous amount of 
patience, I entered this phase of the game some- 
what cautiously. The process basically boils down 
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to three main areas. The first is crafting the con- 
flict. This is the foundation of your experience, 
for a good storyline makes all the difference in 


the gameplay. A poor storyline leads to a poor 


gaming experience, and quite a bit of frustration 
with the entire game. It took me a couple of times 
to get it right. You must pay close attention to 
what you are doing in this section. Needless to 
say, the more realistic you make the scenario, the 
more realistic the gameplay will be. 

The second section you must confront is the 
research side. You will have to research two basic 
areas of concern. The first is geography and game 
tempo. The primary decision you must make with 
regard to geography is the size of the battlefield. 
Don’t get too carried away here; remember, the 
more realistic the scenario, the more realistic the 
game play. Small to mid-size battlefields seem 
to work better. The second decision you must 
make is game tempo. Game tempo is purely a 
function of the decision you’ ve made thus far. 
For instance, if it’s a straight surface conflict, 
you re going to want a quick tempo; if you’re 
using multiple air bases and carrier groups, you’ re 
going to want a very slow tempo. Once you’ve 
decided on game tempo, there is one more task 
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facing you in the research section. Order of Battle 
is your last consideration. It’s at this point that 
you must decide what units to engage in the bat- 
tle. Once you’ ve completed the first two sections, 
you enter into the implementation phase. This is 
where it gets good. During implementation, all 
of your decisions come to a head, and game- 
play can begin. Remember what I said earlier 
about realism. The more real your scenario, the 
more enjoyable your gameplay will be. 

After five days with Harpoon 2, I’m con- 
sidering going in to some kind of addiction coun- 
seling center. Being a Naval officer with a degree 
in history, Harpoon 2’s scenario editor version is 
pretty much nirvana for me. The ability to create 
your Own scenario is just what this game needed 
to keep it at the top of the charts, and the multi- 
media effects give the game a nice face lift. A 
word of caution, though, the scenario editor ver- 
sion is not for the beginner. You will have to have 
a lot of time on your hands and quite a bit of 
knowledge about the previous Harpoon games 
to truly benefit from this version. However, that 
being said, the scenario editor version of Harpoon 
2 is a welcome edition to this genre of game; | 
can only hope that more 
developers 
will follow 
suit. 


03 ¢ CALL TO BATTLE 


Database Picture — ? : 


ak Tre? Status. Wenort So s i} 
wo vata for H-4h Kahu Skyhewk (New Zealand) platform ~~ 1B} 


jragonf ly cle fA-4K Kalu Skyhawk (New 


ni 
peed S68 knot 


7 Database Picture eee: 


iPTH Skyhauiy 
1 Super 


rm ion Window 


Fi Les SFO? Status Report i 
(| me ; 


Data for 5 41 Santa Cruz platforn g : 


a — - pees i 
iTS 233 Ming Ei Class Nan : 41 Santa Cru 4 
. nh | 
mw Ul @ Max ed | k t H 
) stord Crore pers: 
lta a 


OFT PEST SE EA NA ORI OG 
Database Picture. : 


OTe ere e aay 


You will have to have a lot of time on 

your hands and quite a bit of knowledge about 

the previous Harpoon games to truly benefit from 

this version. However, that being said, the scenario 

editor version of Harpoon 2 is a welcome edi- 

tion to this genre of game; I can only hope that 
more developers will follow suit. 
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“Take the most valuable islands and hit 


* them hard and hit them fast. 88's (mobile 


' artillery) and armored cars will serve 
“you best. Don’t forget heavy artillery to 
. get cross inter-island bombarding. Your 
‘reinvasions will actually be more 


_ important»than your initial landings. 


THE RELENTLESS PURSUIT OF PERFECTION? 


OR MAYBE SOMETHING IN BETWEEN WITH PERFECT GENERAL TWO! by LCOR Mark P. Winding USNR 


O.k., so you think you’ ve seen it all when it 
comes to tank/warfare simulation games; well 
maybe, and maybe not. For my part, after review- 
ing SSI’s Panzer General, I was a little bit skep- 
tical when ““The Perfect General Two” arrived 
on my desk. After all , Panzer General had pret- 
ty much set the standard as far as I was concerned. 
However, being the glutton for punishment and 
a sucker for a good military simulation that I am, 
I greeted PG2 with open arms. Anyway, who can 
resist the temptation to crush your opponent with 
overwhelming force? I know | always get a par- 
ticular thrill from that kind of activity. So what 
do you say we put Kevlar helmets on and go 
for a ride? 

Any of you familiar with Panzer General 
will automatically notice that the main difference 
between the two titles is that while Panzer General 
is based on a historical backdrop, Perfect General 
2 1s mostly hypothetical. For my part, I prefer the 
historical context.(Maybe that's because I have 
a degree in history.) However, that lack of his- 
torical constraint does lend the game a little more 
originality. Having played the original version, 
I was very eager to see what kind of enhance- 
ments the programmers had made. My biggest 
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complaints with the original were the weak AI, 
and the lack of fighter and naval unit support. 
Happily, the programmers have included both of 
these elements in PG2, along with a host of other 
enhancements. The most notable of the improve- 
ments 1s the addition of full blown campaigns. 
You now have available to you 98 totally unique 
battle scenarios, which should add tremendous- 
ly to the shelf life of PG2. In addition, modem 
and internet play are also available. Well, enough 
with the technicalities, what do you say we head 
off into battle? 

As with the original version, PG2 runs on 
turn based play in which you must work through 
seven phases. Initially you must choose your units 
and reinforcements, the locations of which are 
pre-selected for you in most scenarios. This phase 
is generally the most crucial, as you probably 
wouldn’t want to send in Sergeant Schultz to 
do Major Hochsteter’s job!(You know what I 
mean?) Once you select your units, you must 
place them in the battle. This too is crucial, as the 
wrong troops in the wrong place will always spell 
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disaster. Once you complete placement, you 
move into the mobile artillery plot, which will 
plot mobile artillery targets for the next phase. 
In other words, these will be the things you want 
to blow up. Once these have been plotted, you 
move into the artillery fire phase. It’s during this 


phase that you get to see the consequences of 


your decisions.(Not always a good thing.) All 
airplanes and artillery will fire on their desig- 
nated targets; this also includes off shore artillery 
as well. Once this phase is completed, you start 
the artillery plot. Heavy and light artillery, as 
well as airplanes, will be targeted in this seg- 
ment. When all units are targeted, you must 
choose whether a barrage or a non-barrage will 
be used. By now, you should realize that I pre- 
fer the barrage route. This comes in handy as it 
will leave shrapnel in the adjacent hexes, slow- 
ing up your opponents advances, or possibly 
destroying them all together!( You gotta love 
that!!!) When this phase is completed, you move 
into the direct fire phase (otherwise known as 
a free for all). It is during this phase that every 
unit that’s within range of an enemy will have 
the opportunity to fire. I love this phase! Now 
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we enter the movement phase, which at times 
seems like anything but. A variety of circum- 
stances contribute to how you can move. This 
proved to be my least favorite part of the game, 
as it took just too long to complete the move. 
When all your units have moved, you enter the 
2nd direct fire phase. After this has been com- 
pleted, your score will be computed. After your 
final turn, the results will be shown as well as 
the ranking, the top ranking being that of a 
“Pertect General”. 

I will be the first to admit that PG2 is much 
improved over the original. The new artificial 
intelligence is every bit up to the task, and the 
addition of air and off shore units is a much need- 
ed enhancement. Additionally, the new scoring 
system is a nice surprise. It’s nice not to have 
to worry about such things. While The Perfect 
General 2 has a ways to go to catch Panzer 
General, it is a genuinely enjoyable game to play. 
Having 98 different scenarios to choose from 
will keep your interest for quite some time; and 
let’s face it, what’s more fun than blowing the 
hell out of just about everything you come in 
contact with? While not 
quite the 
“Perreci 
General’, PG2 
definitely comes 
close. 
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While The Perfect General 2 has a ways to 
go to catch Panzer General, it is a genuinely 
enjoyable game to play. Having 98 different sce- 
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narios to choose from will keep your interest for 
quite some time; and let’s face it, what’s more fun 
than blowing the hell out of just about everything 
you come in contact with? While not quite 
the” Perfect General’, PG2 definitely comes close. 


NOT ANOTHER NEW WORLD ORDER: 


| JUST GOT OVER THE LAST ONE. by LCOR Mark P. Winding USNR 


Interactive Magic is set to release their 
new Strategy title, Exploration. Designed by 
the German development company, Software 
2000. Exploration is another stab at the world 
exploration theme. Those of you familiar with 
our July issue will no doubt recognize the sim- 
ilarity to Koei’s New Horizons. If you remem- 
ber, I wasn’t exactly engulfed in enthusiasm 
for it. Needless to say, my enthusiasm for try- 
ing this one more time was a little subdued. 
However, Bill Stealey, President of Interactive 
Magic, is known for putting out a quality prod- 
uct. So, with that in mind, I decided to give it 
a shot. 

Exploration is a strategy game based in 
a historical context surrounding such impor- 
tant events as the discovery of the new world 
up to the French revolution. The possible sce- 
narios cover three centuries of exploration. 
Gamers have their choice of five historical 
figures and an option to create your own. I 
chose to create my Own; somewhere in 
between Lewis and Clark, and Newt Gingrich 
(a nifty little explorer if I do say so myself). 
As an explorer, you must build your empire, 
while at the same time fend off your com- 


petitors, as they are competing for the same 
territory (thus, the Newt Gingrich side of m 
explorers personality). With the completio 
of your empire come wealth and influence. 
This is the key to the game as all of your deci- 
sions will either take you to the promised land 
or eject you into total obscurity. Exploratio 
allows you to compete with up to three oppo 
nents, or against a more than challenging com 
puter opponent. 

The first thing you notice when you start 
into Exploration is the ease with which yo 
progress into the game. My biggest complaint 
with strategy games is the length of time it 
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bunch of local ingrates. A little hint here, don’t 
blow this information off, it’s there for a rea- 
son! Once you've sifted through this infor- 
mation, you can move your units, buy and 
sell goods, build ships, and otherwise attempt 
to improve your position. As you go through 
this series of movements, you can “‘retire’’ the 
game to judge your results. When you select 
the “retire” option, your performance is imme- 
diately evaluated, your score is displayed, and 
the appropriate rank is awarded to you. Your 
score is based on a variety of achievements: % 
of landmass covered, # of colonies, # of 
colonists, # of plantations, total production, 
total money, and a number of other factors. 
The lesson in all of this is that there are a num- 
ber of factors that contribute to your overall 
performance; don’t overlook any of them. 
After playing Exploration for a few days, 
I was surprised at how similar it is to Koei’s 
New Horizons. It’s as if the two company's 
borrowed each others notes. Needless to say, 
that is not exactly a good thing. However, 
as similar as they are, the focus of each game 
is entirely different. Koei went to great lengths 
to put every possible contingency in their 


game, while paying little attention to what 
that would do to overall playability, conse- 
quently, the gamer gets bored fairly early. 
However, the attention to detail and overall 
storyline is excellent. Exploration, on the other 
hand, has concentrated more on the game- 
play side of things, which is a welcome shift. 
As I mentioned earlier, you can dive right 
in to this game with little set up time. Not sur- 
prisingly, however, details are not a strong 
point of Exploration, and the graphics are 
equally uninspiring. 

So where does that leave us? To be blunt, 
if you’re not a history buff, it leaves you some- 
what unfulfilled. Exploration does a good job 
of bringing the player into the game, how- 
ever, there is a lot more they need to do to 
make this a viable contender in the strategy 
market place. A little less strategy and a little 
more role playing would help, along with 
some decent sound and graphics, and you 
would definitely have a keeper. All in all, I 
do prefer Interactive Magic's interpretation 
on the “discovering new worlds thing”. But, 
for now, I think I’ve had 
enough of new 
world 
orders. 


Exploration does a good job of bring- 
ing the player into the game, however, there is 
a lot more they need to do to make this a viable 
contender in the strategy market place. A little 
less strategy and a little more role playing would 
help, along with some decent sound and graph- 
ics, and you would definitely have a keeper. 
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DISCOVER A NEW FRIEND 


AT JACK’S HOUSE! by Jennifer Scherpenborg 


“Hi! Pm Jack! You want to come 
over to my house and play”? These 
words are spoken by a young animat- 
ed boy named Jack. “‘Jack’s House’ pub- 
lished by Kids Count Entertainment is 
an innovative and insightful game for 
young children. This creative and imag- 
inative game is geared for children ages 
2-8, although I feel that this game may 
not be a great enough challenge for any 
child over six. Jack’s House can be eas- 
ily played on both PC and Macintosh 


platforms and allows easy access for 


your child to play independently. Created 


JACK'S HOUSE PC/CD-ROM 
Publisher: 


KIDS COUNT ENTERTAINMENT 


P.O. Box 428, Northbrook, IL 60065 
708-272-9766 


Developer: 


KIDS COUNT ENTERTAINMENT 


Design team: 
Spark O’Connell: Jack's Voice 
Cliff Colnot Music: Music 
Tim Zuellig: Artist 
Christopher Michel: Artist 
Lori Brandel: Artist 


by a mom, Jack’s House gives young 
children positive encouragement while 
teaching them the basics. Since this game 
was developed by a mother, your child 
will receive an encouraging and nurtur- 
ing touch that only a mother can give. 
Children who are in this targeted age 
group can enjoy the many elementary 
obstacles they will discover while play- 
ing Jack’s House. 

Jack’s House begins with a blond 
haired, blue-eyed, farmer-looking boy 
who invites your child into his house 
and then provides them with an intro- 
ductory education. Through this “edu- 
tainment” game, your children will be 
able to learn their ABC’s and 123’s fast, 
effectively, and creatively. They will 
enjoy the wonderful songs, laughter, and 
warmth this game has to offer. By click- 
ing on a variety of different objects they 
will hear loud and clear voices and 
sounds of animated characters and ani- 
mals, along with a narrator teaching the 
alphabet and reading a bedtime story. 
Another delight of this game is the vivid 
color and simple animation that 1s suit- 
able for children this age; not to men- 
tion the smooth motion that is createc 
by several different objects that are 
accompanied by music. The graphics 
and concept of this game are not out- 
standing or complex by any means, but 


for that moment, 
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rather simple in nature and appropri- 
ate for this type of learning. All these 
features will be new and exciting for a 
first time player or a very young child, 
but for any child who already knows 
his/her way around a computer, this 
probably will not be the case. 

The game begins in the front of 
Jack’s House where there is a variety of 
activities to click on, such as hearing 
and watching birds nesting in a tree, 
or flying a kite on a sunny day. As your 
child enters the house they will be greet- 
ed by a few different people all offering 
a warm welcome. They will then have 
the option of exploring two rooms, one 
of which is Jack’s. Jack’s room offers 
freedom to explore a variety of. When 
in Jack’s room, they can click on Jack 
and he will direct them to identify a 
variety of objects surrounding him. He 
will ask them to find his cat or to iden- 
tify his fire truck, for example. When 
they follow through with this, they dis- 
cover what a cat is or a fire truck and 
acknowledge its corresponding sound. 
If done correctly, they are given praise 
and positive encouragement from Jack, 
providing them with confidence and 
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self-esteem. 

Some of the activities that can be 
found in Jack’s room are painting pic- 
tures, playing fetch with his dog, feed- 
ing his fish, learning the alphabet and 
making sure to turn off his light before 
leaving the room. While being in the 
other room, your child can watch objects 
and people interact. They can see a father 
rocking a baby and, if clicked on, he will 
express his love for the baby. Also, they 
can learn how to match clothing that 
is appropriate for different occasions 
and seasons, or follow along through 
the pages of a book with a young nar- 
rator’s voice. 

Upon exiting the game, your child 
can determine how well they did by the 
number of completed hopscotch squares 
presented at the end. Once they have 
completed the squares-they will no 
longer be challenged by this game. There 
are many different activities to play and 
several different objects to click onto, 
but after exploring these activities your 
children will lose interest fast and will 
no longer feel a need to want to play. 
This game is fun and entertaining for 
young children who will appreciate the 
simple challenges. 

As for children over the age of six, 
I feel this game would be uninteresting 
and ineffective as a learning tool. It can 
not maintain a young boy or girl’s atten- 
tion long enough for them to want to 
continue playing. I definitely think Jack’s 
House is terrific for basic introductory 
use of computer skills and will teach a 
two through possibly a six-year-old how 
to use the mouse and learn their 
ABC’s and 123’s ina fun 
and entertaining fash- 
ion. 
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This game is fun and entertaining for young 
children who will appreciate the simple chal- 
lenges... I definitely think Jack’s House is ter- 
rific for basic introductory use of computer skills 
and will teach a two through possibly a six-year- 
old how to use the mouse and learn their ABC’s 
and 123’s in a fun and entertaining fashion. 
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children danced 
binds, squirrels, cats, dogs, 
bunnies, frogs, even giraffes 
played together... 
nature was in balance 


Ah, who doesn’t have great mem- 
ories of watching Saturday morning car- 
toons! Boy does this game remind me 
of sitting on the couch snuggled up in 


my warm blanket eating a big bowl of 


unhealthy cereal and milk while watch- 
ing my favorite animated shows. Well, 
get ready to be transported back to those 
melancholy days for you and your chil- 
dren while enjoying an incredible learn- 
ing adventure as you enter into the world 
of Hyperman. 

“The Adventures of Hyperman” is 
a great new interactive CD-ROM for 
Windows that combines amazing car- 
toon animation and a positive environ- 
ment for learning. This educational 
action/adventure game takes on a fun 
and humorous attitude towards problem 
solving and learning about scientific 
principles. Created by IBM’s Multimedia 
Publishing Studio, Hyperman enables 
your children to not only learn about sci- 
ence and gain a greater appreciation for 
the environment, but thoroughly delights 
and entertains them in the process. 

Being that this is an educational 
product, its target demographic is aimed 


at the ages of 7-14, but I found myself 


completely entertained as well. If your 
kids were not interested in science before, 
they will definitely develop an entirely 
different outlook after participating in 


SATURDAY MORNING FUN! 


A KID'S IDEA OF A SCIENCE LESSON. By Jennifer Scherpenborg 


HYPERMAN 

, Publisher: | 
IBM MULTIMEDIA STUDIOS 

1500 Riveredge Parkway, 2nd Floor, Atlanta, GA 30328 

404-644-4881 | 


Developer: 


‘LUMINATIONS STUDIOS, NC. 


Design team: 
Kim Walls: Game Designer ) 
lumina Productions: Animation 
Bull Dolphin: Animation — 
MGM Animation: Animation 


this game. The best learning tool in this 
title is the children’s ability to actively 
become part of the story’s events and to 
determine, by applying physical scien- 
tific principals, Hyperman’s success in 
saving the Earth. 

The Adventures of Hyperman uses 
quality animation and numerous sci- 
entific scenarios to create an exciting 
educational environment. The game 
begins with an introductory cartoon 
familiarizing you with the history of each 
character valved. Through this intro- 
duction you will meet the evil Entrobe, 
defined in scientific terms as “‘a measure 
of energy unavailable for useful work 
in a system’, along with his juvenile 
friend, Kid Chaos, who purely by acci- 
dent are freed from their extraterrestri- 
al particle prison by the teenage genius, 
Emma C. Squared. Once liberated, they 
come down to destroy the Earth through 
their devious schemes and antics. Your 
job is to assist the main character, 
Hyperman, in tracking down Entrobe 
and Kid Chaos and fighting against their 
evil ways. This is done through the use 
of “science power’. Hyperman’s new- 
found friend, Emma C. Squared, is a sci- 
entific genius and will aid you in your 
pursuit of recapturing these two, and 
in doing so, saving the Earth. In order 
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to advance, you must learn the scien- 
tific principle that corresponds to the 
proper scenario. For example, Entrobe 
and Kid Chaos have created a mutant 
to destroy the forest. It’s Hyperman and 
Emma C. Squared’s job to stop it from 
completing Entrobe’s mission. To suc- 
ceed, Hyperman must learn about the 
evolutionary process and Darwinism 
from Emma C. Squared and ultimately 
create his own mutant. Not only is 
Hyperman given verbal clues, but he 
also learns through the use of a variety 
of tools such as an environmental sta- 
tus control that determines the num- 
ber of years the Earth needs to heal itself 
from the destruction that Entrobe is 
determined to do. In order to enjoy as 
well as succeed in this game, your child 
must be able to apply logic and prob- 
lem solving skills to conduct the prop- 
er experiments and ultimately advance 
forward and beat Entrobe and Kid 
Chaos. 

Most of the animation in Hyperman 
1S viewed through the PDA (Hyperman’s 
personal data assistant) which presents 
different events. This interactive learn- 
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ing tool will provide your child with the 
best educational freedom allowing them 
to truly have fun by playing a role in an 
animated cartoon and learning impor- 
tant physical science concepts and prin- 
cipals. 

For parents sifting through all of 
the endless shelves of educational soft- 
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.—lCcUe ware available today, Hyperman is a 
sure bet. The Adventures of Hyperman 
| ae | combines all of the necessary elements 


that make up an outstanding game. 
Please do not pass up this incredible 
product, as it is sure to become 

one of your child’s favorite 
games, not to mention 
a great learning tool. 
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For parents sifting through all of the endless 
shelves of educational software available today, 
Hyperman is a sure bet. The Adventures of 
Hyperman combines all of the necessary elements 
that make up an outstanding game. Please do not 
pass up this incredible product, as it is sure to 
become one of your child’s most favorite games, 
not to mention a great learning tool. 


CRUSADER: NO REMORSE 


PC/CD-ROM * SEPTEMBER ¢ ORIGIN 


It’s 200 years into the future and Big Brother is 
watching in the form of World Economic 
Consortium - a conglomeration of all the world’s 
governments dedicated to imposing its own brand 
of order without any regard for the will of the peo- 
ple. Free thought and actions are ruthlessly put down 
by the Silencers - an elite military corps. You, by 
the way, are one of them, but you’re tormented with 
your victim’s screams with each and every 
thought...this can’t be right. As a last ditch effort, 
you have decided to rebel against the oppression 
and right the wrongs you once fought for. This 1s 
the story for “Crusader: No Remorse”, a mission- 
based game where you must try and win over the 
loyalty of your comrades by accomplishing a series 
of combat and sabotage missions against the 
Consortium. Crusader features SVGA graphics, a 
3/4 isometric playing field, 3D rendered foes, over 
an hour of live video, advanced control and fight- 
ing tactics, a vast array of weaponry, speech and 
digital sound. There are over a dozen missions, each 
with multiple objectives and ways to be solved. 
Crusader looks to be an exciting and involving 
adventure and should be available this fall. 


Imagine a mysterious suitca ie, 
Anda secret world. . . full of surprises. 


You're about to embark on a journey. You open your 

suitcase and find, strangely enough, it’s already been 

packed. But with what? And by whom? The contents 
are wildly scrambled. 


Find out with a click of your mouse. Then begin an 
odyssey through Peter Gabriel’s Secret World, where 
you become an integral part of the man, the music 
and most of all, the performance. It’s a musical tour 
like you’ve never experienced before. 


With Peter as your host, you'll have a completely 
interactive experience in which you decide where to 
go. You'll find yourself Xploring four distinct aspects 
of the musician’s life. 


ipgng Rem Tracks 
duralion: 67-28 


(1) A behind-the-scenes look at how the music is 
made. Go backstage at a concert, walk through 
Peter’s Real World Recording Studio, participate in 
an actual jam session, and then take control of the 
mixing board to create your own version of Peter’s 
hit single, “Digging in the Dirt”. 


(2) Xplore Peter’s most recent album, US. View the 
videos in sync with their lyrics. Learn how the videos 
were made and what Peter has to say about them. 


(3) Xplore some of Peter’s personal insights and 
interests. See and hear about Peter’s past. View his 
interactive family albums. Learn more about 
Amnesty International and attend a World 


Organization of Music and Dance (WOMAD) 


festival in San Francisco. 


(4) Learn more about the music of the world. 
Experiment with the tones and rhythms of unusual 
instruments (you control them by clicking an icon 
with your mouse). Then use your strategic powers to 
obtain a backstage pass to an actual rehearsal of the 
Grammy Awards. 


By combining his art, music and entertainment with 
the most advanced computer technology, Peter 
Gabriel has created the first interactive, multi- 
layered experience to actually dissolve the barriers 
between performer and audience! 


This is not a planned experience. In fact, you must 
keep your eyes and ears open at all times. There are 
numerous hidden surprises; Peter may pop out at 
unexpected moments doing the most outrageous 
things! There are trains to catch, people to meet and 
specific items you must pick up along the way to get 
the most from this unpredictable journey. 


© 1995 Real World Multimedia Ltd. Xplora | is a trademark of Real World Multimedia Ltd. The Interplay logo is a trademark of Interplay Productions, Inc. All rights reserved. 


journey with no itinerary. 


This incredible CD-ROM includes: 


® Collector's edition 60 page book created just for 
this product. 


¢ More than 140 minutes of video and audio 
including all four full-length rock videos for US; 
two alternative versions of “Steam”, plus your own 
mixes of “Digging in the Dirt.” 


© Over 100 full-color photographic images and the 
equivalent of a book’s worth of text. 


e Advice, commentary and encouragement from 
Peter Gabriel, your on-screen interactive guide. 
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¢ Easy point-and-click play—tInteract lets you 
choose your path through Peter's Secret World; 
Resume lets you pick up where you left off; Watch 
will take you on a guided journey through the disk 


¢ Rewards for filling your suitcase, such as an 
R-rated, on-screen surprise, a suitcase sticker and 
a special gift for use with your computer. 


e Eight mouse-playable instruments that provide the 
exact notes and tones of the actual instruments. 
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CYBERMAGE 
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This amazing, first-person shooter combines true 
comic book entertainment with cutting edge tech- 
nology for a truly immersive science-fiction 
adventure. In the CyberMage universe, the Earth 
in the future is violent and dark. There is no gov- 
ernment, just greedy corporations struggling for 
ultimate control over Earth’s resources. You 
unknowingly become involved in this escalating 
conflict by rescuing a powerful corporate exec- 
utive set for execution. As a reward for saving 
his life, you are given a strange alien implant, the 
Darklight Gem, which endows you with mys- 
terious new abilities. It’s your job to use these 
powers to take down their evil leader, NeCrom 
and save the Earth. The 3D engine in CyberMage 
is graphically stunning with subterranean labo- 
ratories, towering city skyscrapers, smog-filled 
slums and dense forests to explore and do bat- 
tle in - all rendered in high resolution, SVGA 
graphics. There are a variety of involving play 
mechanics including flying and driving. Origin 
looks to continue their amazing and diversified 
line-up of games with what could be one of the 
most involving 3D shooters of “95. 


ong ago, in the days when Lreland was far removed from the mainland 
civilizations of Europe, the early Celtic tribes were locked in a bitter war 
with the Other World. The tribes of Eire were joined as one people, the 


Tuatha de Dannan. Their Other World enemies. who lurked off the islands 
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sive to the struggle. Regarded as an intruder, your task is to rebuild the land, styevethen the i, 
tribes and become High Ruler of Eire. Then with your trusting champions, you must seek out the 


shores were known as the Fomors, their powerful leader, Balor of the Evil Eye. — ALOR 


When you enter Celtic Tales, you enter the turbulent struggle to saye the 7 B Vi il 
tribes of Eire from Balor’s evil. Tired and broken, your people have little left to 


magical Runes, some of which are locked in Balor’s grasp. Once in your possession, the Runes will 


empower your Bards and Druids with the magic needed to force the Fomor’s back to the Other World! 


Play | of 8 mythical characters from the tales, including the war goddess 
Medb and Lugh the god of Light 


Experiment with Rune magic, procure new Runes & expand your magical powers 
Recruit Bards, Druids and Warriors to assist you in your quest 

Direct your champions to develop the provinces you control 

Align the tribes to your direction in a quest to hecome High Ruler 


Take part in Tribal Council to learn of Balor’s movements as well 
as the status of your champions and tribes 


Carry out cattle raids on neighboring provinces and use 
them as barter for valuable items 


With its RPC style game play, you must collect the Runes 
hefore battling Balor 


All commands are animated throughout your turn 


1-4 players with two exciting scenarios 
} Available for IBM PC. 


KOEI games are available 


ae in retail outlets nationwide! 
K FE | If you can't find the KOE] 
product you are looking for, 
— _ eall us at 415/348-0500 


L . 2 fi Ppa y 
KOEI Corporation, 1350 Bayshore Hwy, Ste. 540, Burlingame, CA 94010 ipacee ob PST). 


: Online Support offered on 
Compatible Celtic Tales; Balor of the Evil Eye is a trademark of KOE! Corporation. IBM is a trademark of International Business Machines Corporation. 5 ve: 
Celtic Tales; Balor of the Evil Eye has not yet been rated by the E.S.R.B. CompuServe: GO VIDPUB, Sect. 4 
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We here at D-3 thought we would give you, our 
loyal readers, a very early sneak-peek at “Mega 
Race 2”, Mindscape’s upcoming sequel to their 
mega-popular interactive racing game. This PC/ 
CD-ROM picks up where the first left off with 
even more action, more excitement, and, of course, 
more of our freaky-friendly host, Lance Boyle. 
The screenshots you see here are early renderings 
of one of the many, high-quality, beautifully ren- 
dered tracks done by the 3D experts, Cryo 
Interactive Entertainment. Mega Race 2 will fea- 
ture hi-resolution Super VGA graphics, frame 
rates in excess of 30 frames-per-second (Pentiums 
only), more Lance Boyle interactions, and heavy 
gameplay. Be prepared to race against eight oppo- 
nents on the same track, avoid dynamic track haz- 
ards and pitfalls that change in real time, and watch 
out for incredibly smart opponents who aren’t 
afraid to shoot back. Don’t expect to see Mega 
Race 2 until the middle of next year as Mindscape 
and Cryo are taking their own sweet time to make 
it extra special. Mega Race 2 is expected to be 
cross-released on multiple platforms including 
the Sony PlayStation and Sega Saturn. 


DUKE NUKE ‘EM 3D jm 


PC/CD-ROM © OCTOBER © APOGEE 


Apogee, along with 3D Realms, continues to churn 
out some pretty impressive titles. Just look at our 
special preview of Terminal Velocity and you’ll 


understand what we mean. Right on the heels of 


this incredible 3D shooter comes their next three 
dimensional achievement: “Duke Nuke ‘em 3D”. 
Duke is the result of their amazing new proprietary 
3D engine that is progressively better than what’s 
already available today. In talking to Apogee, they 
have assured us that their primary design philos- 
ophy is to create realistic three dimensional worlds 
without peer. Duke will be the first example of this 
philosophy. For example, in straight-forward 3D 
action games like Doom2, your environment is lim- 
ited to the immediate area of play. In Duke Nuke 
‘em 3D, not only can you make your way through 
an extremely realistic city and its buildings, but can 
also move underground, ride a subway train, and 
then continue the game in a different part of the 
city. Until recently, the technology has not been 
available to depict this level of realism. We are very 
excited about the potential of this title and we 
will continue to print the latest information on this 
breakthrough game as it becomes available. 


“Duke fuken 30", COMIND EDO Forse Reoins Entertoinnent 


“Duke Nuken 30", Coning soon Fron 30 Agoins Entertoinnent 


“DUKE NUKER 3D". COMINGUSOON Fron 3D AeoINs Entertoinnent 
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PITFALL’ MAYAN ADVENTURE 


PC/CD-ROM *e AUGUST e ACTIVISION 
| ewig ) eS ig I’m sure a good part of you who are reading this 
0 0 ? 0 0 0 ail e a. : 3 i , preview can recall the original Atari VCS Pitfall 
oS le : ei he , which was considered, back in the archaic days 
LAA: ©. of the eighties, a technical achievement. This car- 
tridge really started it all for the action/platform 
genre and sold well into the millions. Now it’s the 
mid 90’s and Activision has revived and revital- 
ized this legendary classic to meet today’s tech- 
nological standards. Prepare to embark on an 
exciting and dangerous adventure into the deep- 
ca aah nt ; est and darkest reaches of the Mayan jungle with 
~~ Activision’s “Pitfall: the Mayan Adventure’. This 
“ , time you take control of Pitfall Harry, Jr. It seems 
dad got himself into a spot of trouble and it’s up 
to you to rescue him from the clutches of an evil 
Mayan spirit. There’s a total of thirteen peril-filled 
i“ wa levels awaiting you. Pitfall shows off some truly 
, + nifty features such as brilliant, ultra-smooth, 24 
frames-per-second animation, an amazing sound- 
- track with over 50 minutes and 22 tracks of ambi- 
x - 5 | ent music, and tons of play mechanics. Pitfall: the 
: Mayan Adventure is programmed for Windows 

- ‘95 and is slated to launch in August. 
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REBEL ASSAULT 2 


PC/CD-ROM * OCTOBER *LUCASARTS 
LucasArts is getting ready to release the sequel to 
one of the best selling CD-ROM games of all time, 
“Rebel Assault”. Rebel Assault 2 will take the 
multi-level arcade style action found in the orig- 
inal and take it to an entirely new level of game- 
play that is even more interactive, and graphics 
that take advantage of today’s advanced process- 
ing technology. Rebel Assault 2 is the latest in 
LucasArts’ stable of award winning electronic 
games based loosely on George Lucas’ Star Wars 
trilogy. The player will find himself in a series 


of different flying and shooting scenarios as he or 


she goes up against the might of the Empire. Expect 
to see many familiar faces from the Star Wars uni- 
verse when the game appears at retail later this 


year. A Mac version is also planned. The origi- 


nal game was a big hit among the editorial staff 


of D-3, and we are expecting great things from 


the sequel. Stay tuned to Dimension-3 in the near 


future, as we will keep you up to date on the lat- 


est information as it becomes available. 
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The WTO has taken over most of the Earth’s major 
cities. The government has left behind nuclear com- 
ponents and a slew of chemical and biological 
weapons. Take control of your Cyberbyke and steal 
back these secrets before the enemy realizes their 
potential. What’s a Cyberbyke? It’s an armed Virtual 
Reality motorcycle you control from a multi-dimen- 
sional command post. It’s outfitted with multiple 
weapons including lasers, missiles, grenades, mor- 
tars, chain-guns and scatter-guns. Your mission is 
to infiltrate their defenses, take out important struc- 
tures, and destroy the enemy’s cycles. Cyberbykes 
will take the player on a wild, lightning-fast ride 
through a polygon-filled 3D world with complete 
360 degree freedom of movement. There are no 
boundaries and you can travel completely unhin- 
dered “off the rails”. Some of the features you can 
expect are: up to eight player network support with 
a 2 player modem option, a custom level editor that 
lets you modify existing levels or construct your 
own, digitized speech and original Midi music and 
compatibility with most VR headsets. Look for 
Cyberbykes to hit retail shelves sometime towards 
the fourth quarter. 
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3D0 « AUGUST « DOMARK 

Get Ready, “Flying Nightmares” is speeding its 
way onto your 3DO this summer courtesy of 
the talented programmers at Domark Software. 
This state-of-the-art flight and combat simulation 
pushes the limits of the 3D0 technology and 
promises “‘to have your heart pounding and palms 
sweating” with ultra-fast speed and wicked air- 
to-air combat. Flying Nightmares has graced both 
the PC and Macintosh platforms and is the first 
“true flight sim” for the 3DO. Domark has packed 
this version chock-full of features including super- 
fast 3D graphics, full-motion video clips and well 
over 100 objects, vehicles, enemy aircraft and 
mission objectives - all rendered in amazing 3D 
texture-mapped graphics. Some other notewor- 
thy features are: an accurate representation of your 
Harrier’s weapons systems, the ability to fly sep- 
arate, simultaneous missions with up to three 
wingmen, multiple cockpit perspectives, includ- 
ing external and missile camera angles, and last- 
ly, a head-bangin’, rock music soundtrack featuring 
Mike Edwards of Jesus Jones. Expect Flying 
Nightmares to be available for the 3DO right about 
the time you are reading this preview. 


FLYING NIGHTMARES (eeu 


12 ISSUES 


Subscribe now and 
save almost 
50% 19.6% 
to be exact), 
mere 
chump 


off of the newsstand 

~ price of Dimension-3. 
All of the latest news, 
reviews and previews 


on the games 


you 
gotta 
have 
brought to you by the 
people that we 


played them alll. 


change 


COMING NEXT MONTH IN... 
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THE NEXT DIMENSION IN ELECTRONIC GAMING 


= 
PE Revolution: 

eamer. Fade to Black. TekWar. 
Witchaven.s Terminal Velocity. 
ChronoMaster., Monopoly. Crusader, 
CyberMage.1 and Riddle of Master Lu- 
a 


“VWirtual Mac: 


deurneyman Project IL. Frankenstein: 
alia the Eyes of the Monster and more: 


(Fh 300 Zone: 


Fiying Nightmares. Isis. Zahdnost; 
Killing Time. and Daedalus Encounter. 


Himension Sports: 


NHC Hockey '9b 3D0, VR Sports Baseballs, 
and Skins Game at Bighorn. 


ef _ Dungeons and Damsels: 


Dungeon Master JL. Thunderscape. and 
Lords of Midnight. 


‘Call to Battle: 


Apache. Panzer. General 3D0, 
Civil War. 


and The 


‘Cael School: 
teuis Cat Orze, 


‘Strategy Session: 


Dimension-3's full blown guide to the 
major PC fighting games’ FX Fighter, 
Savage Warriors. Super SFe Turbo and 
Mortal Kombat e-all with detailed moves. 
tips. hints and codes. 


and Lion. 
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ON SALE AUGUST 22, 1995 


The Combat Helicopter Simulation 


From Digital Integration 


oe 
i 
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¢ “...a breathtaking white knuckle racing game in the 


i 


truest form of 3D virtual environments.” —Dimension 3 


° Players compete as one of ten different pilots, each 
with their own Slipstream aircraft equipped with __ 


specialized features and weapons. $j 990 | 
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¢ Full track preview to analyze any of the ten 
exotic circuits. — | 
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SLIPSTREAM 5000 INcLUDEs Bonus CD 
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